see SUNTH EDITION RULES EXPOSED! > 


EXCLUSIVE! 


WOE. SS 
Best Games of ’98 


AWARDS 


$4.95US $6.50CAN 


| | | ] 
09281'018 


APRIL 1999 © NO. 36 


EVERYONE 


www.playstation.com 


Pe ea ee 


‘ 


A deadly mist gvips the land. /n its wake lies a decomposing herd of corpses. /n its path 
ave the last remaining outposts of civilization. 7o save them, you must fend off an army 
of mad beasts, a giant monster and a mysterious wizard who will stop at nothing short of 


total annihilation. “he secret that you will discover lies in the Genesis trees. Can you 


find and save all the trees? Civ will you be taking one last breath befove the long dirt nap? 


PlayStation 


® 


Star Trek’ CCG: Enhanced First Contact” 


due late 1998 


SIAR TRE. 
GUSTOMIZHDLE Cun GAME 


FIRST CONTACT” 
BROUGHT YOU 
THE 
GOOD.. 


INTEGRITY 8] CUNNING mM STRENGTH ial 


INEER x2 @ Computer Skill @ Astrophysics 
ay play Visit Cochrane Memorial on some planet. j 


INTEGRITY ||] CUNNING 


© Astrophysics ® Navigation 
© Once each tua, if on your ship, may for 
Shi 


reported, selects any ski may change sll | 
| abstr fea ua, ay dows 8 Change 
| of Plans or Bi and 


| eon te 


BUT NOW THINGS 
ARE GOING TO GET 


UGLY 


iy $ | 
For further information call Decipher a ance UNITED r_. 
at (757) 623 3600. Kit dae ars 
tl 


www.decipher.com 


Cover artist Mic 
Here, fresh from a tour of Urza’s Saga, the incomparable Barrin! 


hael Sutfin displays his legendary talent: 


FEATURES 

50 A Peek into the Future 

The lead developer of Urza’s Legacy presents four decks culled from the minds of 
Magic R&D. by Henry Stern 


54 Past Mistakes, Future Hope 
In his quest to defeat Phyrexia, Urza makes new friends and influences old enemies. 
Get the story behind the cards. by Scott McGough, Daneen McDermott, and Jess Lebow 


56 Urza’s Legacy Player’s Guide 


56 Editors’ Top 10 Power Cards 
The Duelist editors present their picks for Legacy’ best. 


61 Urza’s Legacy Card List 
62 Picking Your Brains 


The votes are in for our Best of 1998. Here are the games that got your motors 
running—and another excuse to show Lara Croft. y Cory Herndon 


SECTIONS 

17 Magic Compendium 

This month we debut two new columns: BethMo’s “Show and Tell” examines Classic 
(Sixth Edition) rules, while Mike Flores’s “Odd Man Out” provides a perspective 
from the Magic player community. Plus we have Urza’s Legacy combos in “Picks & 
Tricks,” the “Urza’s Legacy FAQ,” and a spotlight on Jhoira in “Forgotten Lore.” 


72 Inside the Industry 

The industry is revision crazy! Read about it in “Reports on Trading Card 
Games.” Also, try out four new Pokémon decks; go Sa for secrets of the 
Dragon; Star Wars Operatives keep “Forcing the Issue”; open Deadlands: Pine 
Box; assimilate Star Trek: Enhanced First Contact; learn to play Myth II: 
Soulblighter online like a pro; get the skinny on the hot new shooter Half-life and 
the eagerly anticipated Warhammer 40K: Chaos Gate; while Grim Fandango 
goes “Head to Head” with Blackstone Chronicles. 


89 Duelist Oracle Player’s Guide 
What Classic (Sixth Edition) rules mean to the Duelist Oracle. 


idl Duelist Price Index 
Misprints—What are they worth? Plus, “Shop Talk” delves into 
urban legends. The Due/is¢ is still looking for a few good stores. 


ISSUE 36 
APRIL 1999 


GOLUMNS AND 
STRATEGY 

33 Lost in the Shuffle 

by Richard Garfield 

Richard resolves to help the gaming 
community with his resolutions. 


34 In the Cards 
by Randy Buehler 
Look at the game from both sides. 


38 Deck Deconstruction 
by Beth “BethMo” Moursund 

Necro will extend its power in the 
Extended environment. 


DAREN BADER 


40 The Drafting Table 
by Eric Tam 
Tips and tricks for establishing 


your own team. 


44 Limited Resources 
by Brian Hacker 

New column: What to do when 
your cards are limited. 


68 Magic: The Puzzling 

by Mark Rosewater 

Get “All Fired Up” and take a look at 
Magic cards in a “Theater Near You.” 


DEPARTMENTS 
4 Mark My Words 
8 Letters 


11 Wizards of the 
Coast News 
126 What’s New? 


GONTESTS 

8 Hunt for Mana Justice 

66 The Duelist “Free Year 
of Magic” Sweepstakes 


THE DUELIST APRIL 1999 3 


ET ME MAKE A CONFESSION. The first time I heard some of the 
changes in the C/assic (Sixth Edition) rules, I-didn’t like them. The first 


time I played a game under C/assic rules I found it disorienting. Why? 


Because change is scary. I’ve played Magic for five years and understand 


the rules pretty well. I like knowing I can use Ivory Charm as sideways creature 


removal by tapping a defending creature after blocking has been declared. 


But Magic is a game about change, 
so I approached the new rules with a 
positive attitude. I played my first game 
six months ago in the R&D “Future 
League” (for more information on this 
league, see page 50.) I played.a Recur- 
ring Survival deck against Mike Elliott 
(lead designer for many sets including 
Urza’s Saga), who was playing some 
new green/white deck. 


Early in the game, Mike played a 


Cursed Scroll and started beating me-up~ 


with it. Finally, I found Survival of the 
Fittest and used it to get Uktabi Orang- 
utan. I cast my Orangutan and targeted 
the Scroll with its destruction effect. 
Mike then said that in response to my 
targeting his Scroll he was going to use 
the Scroll to destroy my Orangutan. 

“You can't do that,” I said. 

“Of course I can,” he replied, “We're 
playing under Sixth Edition rules.” 

[ll be perfectly honest—I was taken 
aback. The play made perfect sense 
under the new rules but felt wrong to 
me at the time. Cut to six months later. 
I’ve played hundreds of games under 
Classic rules, and it’s not so scary any- 
more. In fact, I like it. I dare say, I like 
playing with the new rules better than 
playing with the old rules. What hap- 
pened in those six months between my 
first game and my two hundredth? 

Time allowed me to face my fears. 
The more I played the new rules, the 
less awkward they felt. My uneasiness 
came from my familiarity with Magic 
“as it was.” The rule that tapped attack- 
ers can deal damage in combat but 
tapped blockers could not seemed nat- 
ural. But it isn’t. It only seemed natural 
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because I had spent five years playing 
that way. Anything feels right if you do 
it long enough. 

I was also upset in the beginning that 
my old tricks didn’t work anymore. But 
I was surprised to find out how much | 
enjoyed discovering the new tricks that 
Classic rules allow. True, I had to relearn 
a few things, but the new rules didn’t 
lesson the strategic complexity of the 
game. Post-C/assic Magic is just as com- 
pelling and-fun as-pre-C/assic Magic. 


Yes, the rules are easier to under- 
stand, more intuitive, and easier to 
apply to rules disputes. But as long as 
game play doesn’t suffer, isn’t that a 
good thing? Simple rules do not corre- 
late to simple strategy. Magic after the 
Classic edition is just as strategically 
complex. If anything the new rules 
allow you to better understand the 
complexity of the game because similar 
aspects of Magic now work the same 
way. You can apply knowledge from one 
part of the game to another. You no 
longer need to memorize hundreds of 
pages of rulings. 

Playing with the new rules for six 
months provided some distance from 
my old perceptions. So, give the new 
rules a chance before you condemn 
them. I know they will seem awkward 
and unfamiliar at first. But once you 
break out of your old habits—your old 
mindset—you will find the changes 
actually improve the game. 


Wand. Vc nee 


MARK ROSEWATER 
Editor in Chief 
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9 Wellgalt of you(at least all of you with email) seem 
(0 be Obeeesed with the Magic Sixth Edition set 
(iat =comung gut soon and the rules changes (and 
iptprovertients) that come with it. Some of you are 
fer it, some are agin it, and many just heard a little 
bit of information and have no idea what to believe 
anymore. 

As exceptions to the rule, I present our first 
couple of letters, which involve different issues 


SWilling in CONTROVERSY! 


altogether... 


“BUTT” AND “CRAPPY” 
IN THE SAME LETTER! 
Tm just writing to say that 

the new Duelist price 
guide kicks butt! No more 
buying crappy SCRYE just 
for the price index! You guys 
are great, but I wonder how 
long it took you to figure out 
to put a price guide in 
Duelist. 

Kevin McLenithan 

Los Alamos, New Mexico 


bad at math. 

And from what I heard, Red 
skipped out on Mark Rosewa- 
ter’s wedding. Now you get some 
hint of the awesome power that 
man wields. 


THIS LETTER LIMITED TO 
100,000 PRINTINGS! 
Dear Duelist: 

© o Wizards of the Coast 
w# has decided to put chase 
cards in packs of Magic, eh? 


and premium classic cards? 
[Youd have to decide which 
“Classic” you're referring to— 
see page 26.—Ed._]. 

Wait, I’ve got it!! Wizards 
can add an “extreme, ultra- 
exclusive, premium, rare, 24K 
gold-bordered, foil-stamped, 
high-gloss, mini-hologram- 
mana-symbol-in-the-corner, 
Richard Garfield-auto- 
graphed, ‘magikromium, 
alternate art Black Lotus.” 
With a ratio of 1:250,000 
packs, those babies will sell for 
$4,000 at least. 

[have a slogan to go with 
it: Magic—The Collector's 
Choice. Forget the boxes, I'll 
be buying cases from now on. 

Thanx, 
AGT: 
Maui, Hawai 


PS. I would have emailed, but 


PS. What does R&D have 
against red? It’s been com- 
pletely shafted in the last few 
expansions. 


Well I like that idea, but why 

only “foil-finished premium 

cards?” Why not include pre- 

mium 24K gold cards, pre- 

: mium hologram cards, 
"THANKS FOR fhe kind words! 
To be honest, we're just really 


premium autographed cards, 
premium alternate art cards, 


op _ur cover angel has gotten a firm grip on 

almost all the mana this month, and she’s 

looking for that one impure, color-mixing 
piece of mana that has eluded her thus far. Win a display 
box of Urza’s Legacy boosters by finding this off- 
) hidden in this issue of The Duelist. 
Send a postcard telling us where you found it to: Duelist 
Hunt for Mana Justice—#36, P.0. Box 707, Renton, WA 
98057-0707. Only postcards will be accepted as legal 
entries. The winner will be randomly selected from all 


color mana symbol 


correct entries. Postmark deadline is April |, 1999. 
Remember, the symbol must match this one exactly! 


Contest only open to residents of the U.S. 
(except Rhode Island) and Canada (except Quebec). 
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I sold my computer to buy 
more Magic cards. 


Now THAT’S just silly. The 
extreme, ultra-exclusive, pre- 
mium, rare, 24K gold-bordered, 
foil-stamped, high-gloss, mini- 
hologram-mana-symbol-in- 
the-corner, Richard 
Garfield-autographed, 
“‘magikromium,” alternate art 
Black Lotus is fetching five 
grand, easy. 


WHY, WHY, WHY?! 
) hy would Wizards have 

Y to make changes that 
most players don’t like? Like 
the new trampling rule— 
why do they have to change 
it like that? I think that a 
new rule just adds complex- 
ity to the game. And no 
more interrupts!? What, 
were they too hard to under- 
stand? I think not. 

valtsul3@hotmail.com 


On the Cov 


On our cover this month, 
artist Michael Sutfin has 
reinterpreted the image of 
Radiant, Archangel he 
painted for the Urza’s Legacy 
expansion. An expert at paint- 
ing legendary Magic charac- 
ters, Sutfin also created the 
illustration for Barrin, Master 
Wizard, for Urza’s Saga. 

In this reinterpretation of 
Radiant, Sutfin has captured 
the militant archangel at the 
height of her mania as her 
campaign to purify Serra’s 
Realm has precipitated a 
battle between her army and 
Urza’s forces (who are 
attempting to save the Serran 
refugees from extermination). 
To learn who survives this 
titanic battle (and what Radi- 
ant is holding), you'll have to 
read J. Robert King’s novel 
Time Streams. 


CHANGE IS G00D 
R ight now I’m behind 
the Sixth Edition (6E) 

changes 100 percent. Play- 
ing interrupts as instants 
doesn’t seem to reduce 

the amount of strategy 
required to play the game. 
It does seem to reduce the 
complexity of the rules. 
The rules changes men- 
tioned on the Dojo 
<www.thedojo.com> will 
change some of the strat- 
egy of play while simplify- 
ing the rules. I don’t think 
they're watering down the 
game, I think the whiners 
are resistant to change and 
don’t want to take up the 
challenge of learning the 
new strategies that 6E will 
bring. Have any of you 
seen D’Angelo’s rulings 
summaries? The general 
summary (which covers 
timing, damage preven- 
tion, etc.) is over 100 pages 
long. I haven't read the 
whole thing, and I probably 
never will. The truth about 
this document is that you 
must know it, all of it, to 
play Magic PROPERLY! 
Any effort to reduce the 
size of this document is 
fine by me. The original 


“How can 
you find 
anything 
in all this 
errata?!’ 


vision for Magic was for a 
game with simple basic 
rules and the cards would 
do the rest. If it requires 
the memorization of a 
100-page document to play 
properly, have they realized 
that vision? 

I’ve got a question for the 
6E haters out there. What 
amazing play have you made 
in the past that will no 
longer be available under 
the new rules? Or more 
basically, what strategies can 
you no longer employ under 
the new rules? 

mspeener@ 
stratagemnet.com 


HUH? GUH? WHA? 
hey removed interrupts?! 
When was this??? 
Soldier36@hotmail.com 


DEEP BREATH EVERY- 
BODY, Magic’ going to be 
fine. Better than ever. When 
have I ever lied to you? For 
the straight dope on what's 
really happening with 
Magic:The Gathering 
Classic (Sixth Edition), 

let BethMo learn ya somethin’ 
on page 20. 


Comments? Ques 
Interrupts? 


Send your thoughts to “Box 707” 
clo The Duelist, P.O. Box 707 


Renton, WA 98057-0707 


or to <duelist@wizards.com>. 

Please include your name, address, and phone 
number for verification purposes. Letters may be 
edited for length and clarity. 


Winners Are 
Just Like You, 
But Taller! 


URZA'S MANA HUNT—#32 
Matt Parker of Semoia, 
Georgia, prepare to feast 
upon a display box of Urza’s 
Saga! That’s your prize for 
finding the off-color mana 
symbol adorning Dave 
Pettey’s hand on page 56. 
DUELIST WISH LIST 
CONTEST—#33 

Man, did we give away 
some cool stuff on this one. 
The following are four peo- 
ple that can no longer say, “I 
should be so lucky.” Know 
why? You ARE that lucky! 

The Grand Prize 
(including 3 sets of 1998 
World Championship 
decks, an Urza's Saga tour- 
nament pack display box, a 
Deadlands Episodes 7-9 
mixed display box, a Battle- 
tech: Crusade booster dis- 
play, and much more) goes 
to John Schalater of Lin- 
coln, Nebraska. Don’t let it 
go to your head, John! 

First Prize (An Unglued 
booster display and an 
Urza’s Saga tournament 
pack display box) was won 
by Chris Cooper of 
Greenville, North Carolina. 
Congratulations, Chris! 

Second Prize went to 
Lynn Matheis of Wood 
Dale, Illinois, and our 
Third Prize winner is one 
Richard Kirk of Lincroft, 
New Jersey. They won a lit- 
tle less in the way of stuff, 
but they’re still winners— 
and as we like to say around 
here, winners are better 
than you or me. Why wait? 
Enter a contest before I 
have to come over there and 
give you something to wait 
about! 
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erra Angel, Talruum Minotaur, 
and Orgg will be ready for action 
this spring as the first in a line 
of action figures from ReSaurus 
and Wizards of the Coast. 
Available in late May exclusively 
through Diamond Comics, the figures 
start at around $9.99 and will range 
from 6 1/2" to 8" tall. Each comes with 
an array of accessories. ReSaurus plans 
a production run of 30,000 for each of 
the first figures. 
Serra Angel comes equipped with her 


Ww Magic figures 
are ready to duel 


Sword of Faith, shield, and a 
scabbard for the sword. With 
expandable wings, Serra has 
sixteen points of articulation. 

Talruum Minotaur faces 
battle with a crystal sword, 
battle blade, battle axe, 
and Grinning Totem. He’s also 
poseable, with nine articulation points. 

Orgg, with six articulation points, 
swings a ball and chain, Hammer of 
Bogardan, and Goblin Grenade. 

Dakkon Blackblade (with Gauntlets 


of Chaos), Juzam Djinn (with Dancing 
Scimitar), and Soldevi Golem (with 
key) make up a second wave of figures 
available this fall. 


New rules for Magic released early 


agic: The Gathering 

players got their first 

peek at the future of the 
game’s rules when Wizards of 
the Coast released new rules 
in January that will accom- 
pany Sixth Edition. 

The new rules, designed 
to make Magic play more 
intuitively, emphasize a sin- 
gle system for handling card 
timing: the stack. Players 
play cards onto the stack, 
and the events are resolved 
from top to bottom. After 
players resolve each effect, 
they can add new cards to 
the stack. If they don’t, they 
continue resolving events 
until the stack is empty. 

Other changes include a 
streamlining of the combat 
phase, changes to damage 
prevention, and a new wrin- 
kle for how tapped artifacts 
function. 

The new rules accompany 


the April release of the 
Classic (Sixth Edition) set 
and become effective in tour- 
nament play June 1. Initial 
player reaction was wildly 
mixed; some players mourned 
the death of favorite, time- 
honored strategies, while 


others 

reveled wed 

in new AL, Js 
tactics 

made pos SX TW! £ 


sible by the more flexible 
timing system. 

In response to the elevated 
interest and speculation sur- 
rounding these changes, 
Magic lead designer Bill 
Rose is addressing and ex- 
plaining each rule modifica- 
tion in postings to the 
Wizards of the Coast website 
<www.wizards.com/Magic>. 
Rose will also respond 
online to rules questions 
from players. 


‘The new rules mean less 
memorization and confusion 
while retaining the strategic 
play that is a hallmark of 
Magic, creator Richard 
Garfield said. 

“The adopted rules parallel 
my original concept for 
Magic, which entailed a clear 
and comprehensible set of 


rules 
with the 
( gy strategic 
, play 
Dl YT. (OsN d epth 


introduced through the 
cards,” Garfield said. “I 
played an integral part in the 
reevaluation process for the 
Classic rules, and I am confi- 
dent that the elimination of 
extraneous and complicated 
rules will help establish the 
game as a classic like chess or 
Go.” 

For a full report on the 
rules changes, see our new 
“Show and Tell” column 
on page 26. 


Wizards announces 
Magic encyclopedia 
CD-ROM 

Wizards of the Coast and a 
Seattle software development 
firm are creating an interac- 
tive CD-ROM encyclopedia 
for Magic: The Gathering. 
The interactive encyclopedia 
is planned for an October 
release. 

With a click of a mouse, 
players will have access to 
card art and text, Oracle rul- 
ings, and official commentary 
from Wizards. Players can 
also create and save their own 
virtual decks, analyze those 
decks statistically, view sam- 
ple opening hands, and com- 
pare them to top tournament 
decklists. The encyclopedia 
also includes a search engine 
to help players find useful 
cards and an area for saved 
player notes. 

Wizards plans to update 
the encyclopedia online after 
each new expansion is 
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Wizards 


released, so the encyclopedia 
will stay up to date. New 
players will also have access 
to information on older, 
hard-to-find cards through 
the database, which will 
include every card ever 
released. 


Thousands of Five 
Rings players storm 
Morikage Castle 
The Crane and Unicorn 
clans made the strongest 
showing in January at “The 
Storming of Morikage Cas- 
tle” storyline tournament for 
the Legend of the Five’ 
Rings trading card game. 

In storyline tournments, 
the cards played on the table 
can affect the course of the 
future storyline. If a particu- 
lar clan does particularly 
well, for example, its status 


changes in upcoming 
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expansions to reflect that. 

Crane mondo honor run- 
ners and Unicorn fast-mov- 
ing province smashers were 
the most prevalent decks in 
early results, said Five 
Rings Publishing’s 
Demo/Event Coordinator 
Mindy Sherwood-Lewis. 
Results will be compiled in 
early February, and the 
effects of the tournament 
will be revealed then at 
<www.frpg.com>. 

More than 230 locations 
in 13 countries participated 
in the Extended Jade- 
format tournaments—far 
more than the 150 tourna- 
ment organizers were 
expecting. Winners at each 


Gotta Learn ’Em All: 
Pokémon premiere 
draws eager players 
Players of all ages crowded 
the play tables at Wizards of 


the Coast retail game stores 
in the Seattle area in January 
to take part in the premiere 

of the Pokémon trading card 


individual location won game. 
replica samurai swords or Participants got a chance 
T-shirts. to learn the game from 

Wizards demonstrators, win 


i ‘a a prizes, and meet Pikachu, 


Out), this power does 10 damage to the 
attacking Pokémon. (Don’t apply Weakness 
and Resistance.) This power can’t be used if — 
_ Machamp is already Asleep, Confused, or Para- 
__ lyzed when your opponent attacks. 
Pokémon Power: Energy 
: Re As often as you like during your 
turn (before your attack), you may take | @ 
_Energy card attached to one of your own 
Pokémon and attach it to a different one. 
This power can’t be used if Venusaur is Bey. 
Confused, or Paralyzed. — . 
: Pokémon Power: Supercharge, 


At any time ‘during your turn (before your ~ 
attack), you may choose to Knock Out Elec- 
je and attach Electrode to one of your 
other Pokémon. If you do, choose a typ 
_ of Energy. Electrod 
_ now an Energy 


a central character in the 
Pokémon phenomenon. 
Players traded cards from 
newly acquired boosters, 
tuning decks on the spot 
and trying to 
complete col- 
lections of all 
102 cards. 
Retailers 
_ report brisk 
sales of the 
Pokémon 
starter set and 


booster packs, and Internet 
auction sites already feature 
dozens of cards. 


DCI sets new 
tournament records 
In one week in mid- 
December, the DCI broke 
several records for tourna- 
ment sanctioning: 
» Most tournaments sanc= 
tioned in one day: 644. 
» Most tournaments sanc- 
tioned in one week: 2,064. 
Plus, the DCI shattered its 
record for tournaments sanc- 
tioned in one year: 41,858 
(vs. 12,466 in 1997). 


Work for Wizards? 
Check our website 
Brains required. Suits 
optional. Wizards of the 
Coast human resources 
department is always looking 
for people who love games 
and can bring top-notch skills 
to the team. 

Visit our website at <www. 
wizards. com/Corporate_ 
Info/Job_Listings.html> 


for information. 


DCI™ Extended (Constructed) 


Division Payouts 

Five competitors who don't place in the Top 
16 will share $1,500. (Only DCI members 
whose highest lifetime Extended ratings are 
1700 or less as of January 1, 1999 are eligible 
for this bonus payout.) 


a 


$30 in advance 
$35 on site 


Earn a Bye! 

Get a first-, second-, or third-round 
bye with DCI ratings above 1650, 
1750, or 1850, or 6, 12, or 24 Pro 
Tour player points, respectively. 


For advance registration, eall (713) 680-1870 
: before 5:00 p.m. on Wednesday, March 24. 


MCIWORLDCOM 


Wizaros oF tHe Coasr, Mat 


Ci 


TAKE 


CIVILIZATION 
FARTHER... 


2600 B.C. 


COMMAND, DEFEND, AND CONQUER COLONIZE THE PLANET AND BEYOND 


Command powerful armies and make every social, economic Retrace the steps of mankind across the globe. Build orbital 
and political decision. Deploy over 65 beautifully-detailed units, 7000 space colonies and add speed to your arsenal. Discover and harvest 
years worth of weaponry, and over 100 technological advances. vast oceanic resources to grow immense underwater empires. 


Civilization: Call To Power © 1999 Activision, Inc. Activision is a registered trademark and Call To Power is a trademark of Activision, inc. CIVILIZATION computer games © 1991-1998 Hasbro Interactive and MicroProse, Inc. MICROPROSE and CIVILIZATION are U.S. 
registered trademarks and HASBRO INTERACTIVE, the HASBRO INTERACTIVE logo, and related marks are trademarks of Hasbro or its affiliates. MicroProse is a subsidiary of Hasbro or its affiliates. This product is made and sold under license from MicroProse. | 
All rights reserved. All other trademarks and trade names are the property of their respective owners. : 


_ ACTIVISION. 


All-new strategies, including unconventional warfare ~~ More units buildings, Wonders and technologies - Vast new realms: Space and Sea 
Fully-animating, hi-res, 16-bit graphics ~° Breakthrough time-saving interface - | Enhanced diplomatic and trade options 
Scenario Builder - Internet and LAN Multiplayer - All-new Wonders of the World in stunning cinematics 


IN STORES NOW. ~~ | 


COMING SOON TO i : 
. SoftwareForPCs.com www.activision.com 


(fal LAL jewSs 
NN A _ame_N or thi 


__._ <aeg= —/$150,000 pro TOUR-NEW YORK 
PAD TOUR QUALIHER 


Extended Constructed format. /A 
$250 awarded to the first-place finisher in each tournament. /A¥ 
Check the Wizards of the Coast® website for complete event listing. /A 


Qualifier tournaments are only open to players who have not yet qualified for Pro Tour-New York. / AJ 


——e—eeeoeee 


Step up./ Qualify. 


All you need is/a deck and some game. 


Division Payouts 
Bonus prize awarded to the 
top finishers with a highest 
lifetime Extended rating level 


of 1700 or under. 


Questions? Call (800) 324-6496, 


or visit <www.wizards.com/ProTour>. 


MCIWORLDCOM YAHOO! 


WIZARDS OF THE/COAST,/Magic: The Gathering, DCI, and MAGIC: THE GATHERING PRO TOUR are trademarks of | 
Wizards of the Céast, Inc. ©1999 Wizards of the Coast, Inc. 
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el a a nd re Ee Ss 


Mark Rosewater 
rk looks at risk management, 
yground-style. 


HOUSE RULES 


ass Lebow 
eet Jhoira: Artificer, castaway, 


“ODD MAN OUT 


ike Flores 
e, our designated outsider, 


les Magi¢ lingo and the demise 


card advantage. 


INSIDER TRADING 


lark Rosewater 


ign notes from Urza’s Legacy. 
lus: How The Frighteners inspired 


DECK CLINIC 
Darwin Kastle and Mike Elliott 
deck doctors go over to the 
_ side, and they couldn’t be 


SHOW AND TELL 
eth “BethMo” Moursund 
les guru BethMo answers 
most.common Classic (Sixth 
tion) question: “Huh?” 


| URZA'S LEGACY FAQ 


‘Henry Stern 
inside scoop: Here’s the FAQ 
/e gave the judges at the pre- 
ase tournaments. 


Frank Frazetta, Robert Bateman, 
J.C, Leyendecker, J. Allen St. John, 
Roy G. Krenkel, Roger Dean, John 
Seerey-Lester, Moebius, Simon 
Combes, Simon Bisley, Brom, 
Wyeth (all three of ‘em), Zdenek 
Burian, William Stout, Mark 
Schultz, and countless others 
have left their mark on the 
impressionable Daren Bader. 
Thank goodness he never paid 
any attention to politicians. 


he Urza’s Legacy card set isn’t as combo-oriented as its predecessor, 


Urza’s Saga, though Magic players of all stripes should be drooling over 
a number of power cards (see our Top Ten list on page 56). But few cards 
in Magic truly work in isolation, and the best decks rely on synergy—when 


cards naturally make each other better. The search for synergy is where “Picks & 


Tricks” is born. So keep tearing through those Urza’s Legacy boosters, and look no 


further for some solid tricks that can pave your way to a Legacy of synergy. 


i S creature SUcce 
| Whenetel a re destroy 


deals damage 10 YOU: 
“yy had years 8 PMP: 


One of the easiest ways to find 
a good Magic combo is to give 
your opponents both a rock 
and a hard place: make ’em 
decide between two painful 
options. For example, Angel’s 
‘Trumpet is an artifact that 
punishes players for not 
attacking; at the end of each 
turn, all creatures that didn’t 
attack get tapped, and their 
owner takes 1 damage for each 
one tapped this way. That’s the 
rock—here’s the hard place. 
No Mercy is a simple enchant- 
ment; if a creature damages 
you, destroy it. So every turn 
your opponent thinks, “Do I 
attack and lose the creature, or 
do I wait and take the dam- 


age?” One other note: Angel’s 
‘Trumpet works on you, too, so 
you ll want to be aggressive 
with your creatures to mini- 
mize its effect. Or figure out a 
way to tap out your non- 
attackers before the end of the 
turn (creatures that are already 
tapped at the end of the turn 
don’t trigger Trumpet dam- 
age). And here’s a bonus blast 
from the Trumpet: if you play 
Propaganda, your opponent 
has to pay for each attack— 
and maybe can’t afford that 
choice. 


Spike 
creatures, 
introduced 
in Tempest, 
are the most 
fun you'll 
ever have 
with 0/0 crea- 


“T never nerainort 


creature, 


comes into play with 
a number of +1/+1 
counters on it, and various 
Spike creatures let you move 
those counters around or sacri- 


Deu: Pu a 41/4 


Hie 


tures. Each creature ae 
ue 


fice them to gain life, eliminate 
all combat damage, or regener- 
ate a creature. But Spikes only 
come from the factory with so 
many counters on them. 
Anthroplasm is a great way to 
get a huge supply of those 
+1/+1 counters: simply spend X 
mana to get X counters. Spike 
Rogue is Anthroplasm’s best 
friend because it can dish it out 
as well as it can take it. Two 
mana moves a +1/+1 counter 
from Anthroplasm onto the 
Rogue, and two mana moves a 
counter from the Rogue to any 
other creature. Now you have 
all the choices: keep the coun- 
ters on your now-monstrous 
creatures, or sac them for life, 
damage-preventing fog, or 
regeneration 
with your other 
Spikes. 


+1 cou 


Speaking of 


choices, the great 


fer from) Spike 
1 councr on gages 


a 
philosopher Linus 
Van Pelt said, “Life 
is full of choices, only you 
never get to make any.” So 


when is a choice not a choice? 
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When your Cursed Scroll is 
on the table and there’s only 
one card in your hand. Cursed 
Scroll, one of the most 
sought-after Tempest artifacts, 
will deal 2 damage to any 
creature or player if you name 
a card and your opponent 
pulls it at random from your 
hand. Everybody loves the 
Scroll, but it obviously works 
best with a small hand. Enter 
Pyromancy. For three mana, 
you can deal gobs of direct 
damage and clear out your 
hand, setting you up for even 
more damage from the 
Cursed Scroll. Just try this 
trick. You'll hear curses, all 
right—from your opponent. 


weedy 


Direct damage is a versatile 
tool in your Magic toolbox. 
It removes creatures, gives 
you advantage on the table, 
decreases your dependence 
on creature-to-creature 
combat—and it’s a direct 
path to victory when you tar- 
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get your opponent. Here’s a 
way to double your direct- 
damage fun: send your Gob- 

lin Medics to get their 

hermetic GED. Hermetic 

Study is a creature enchant- 

ment that turns any creature 

into “Tim,” who taps to deal 

1 direct damage to a creature 

or player. And Goblin 

Medics deals 1 damage 

whenever it gets tapped. So 


counts: on your opponent. 
That’s where breakthrough 
cards like Lone Wolf come in 
handy. Every time it 

attacks, Lone Wolf offers 

you a choice: deal damage to 
blockers or to your opponent. 
So let your opponent chump- 
block. The blocking weenie 
won't overcome your 9 tough- 
ness, and the 9 damage from 


Lone Wolf go right to the 


the simple act of twisting that hash marks on your oppo- 


card does double duty— 
and double damage. 


A design descendant 
of Unlimiteds Giant 
Growth, Might of 
Oaks just roars. Plus- 
seven at the critical 
moment never hurts, 
right? But it doesn’t help 
much if your opponent can 
just chump-block your crea- 
ture after you've given it 
+7/+7. What you need is a 
way to put that +7 where it 


nent’s life total. Plus you get 
the side benefit of humiliat- 
ing your opponent, because 
no one wants to lose to a card 
with a giant squirrel on it. 


Radiant’s Dragoons is one of 


many echo creatures in Urza’s 
Legacy with a comes-into- 
play ability. As soon as you 
successfully cast the ’goons, 
you gain 5 life and a decent 
defensive creature. But dur- 
ing your next upkeep phase, 
you're faced with that five- 
mana casting cost all over 
again. One of the nice things 
about echo is that it’s always 
optional. In this case, you've 
got an excellent reason to 
refuse to pay your echo cost: 
you want Radiant’s Dragoons 
in your graveyard. Why? 

Recurring Nightmare. Dur- 
ing your main phase, use 
Recurring Nightmare to 
bring Radiant’s Dragoons 
back, and presto! Five more 
life, and the dragoons are 
available for defensive duty 

during your 
opponent’s turn. 
Repeat as often as 
you like, provided 
you can keep cast- 
ing Recurring 

Nightmare and sac- 
rificing creatures. 
That's the beauty of 

graveyard recursion: 
everything old is 

new again. 

“Picks &F Tricks” was 
written by David 
Noonan, with contribu- 

tions from Michael 

Mikaelian and Will 
McDermott. 


DAREN BADER 
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@ Jess Lebow 


Jhoira de Vivre 


hoira was handpicked by Urza himself to come and 


study on Tolaria. She pledged to go and learn the cut- 
ting edge of artifice and then return to-Shiv to teach 
the skills she had learned to the rest of her tribe. But 
living in Shiv means living with the peril of volcanoes 
and an inhospitable environment. For humans to sur- 
vive there, they need some advantage, something that will 
enable them to cross large torrents of bubbling lava and cool 
themselves to a livable temperature. The Ghitu chose artifice 
as their advantage. So it is no great surprise that among the 
Ghitu there are few occupations that command respect and 
praise like an artificer. 

Soon after arriving on the island, this tall, slender Ghitu 
woman proved herself to be more brilliant and mature than 
any of her classmates. Working on artifact machines used by 
Urza and Barrin in secret experiments, she ascended to the top 
student position with ease. But it’s lonely being the best and 
the brightest (as I’m sure you know), and Jhoira did not make 
friends easily—that is until Karn was born...er, made...I mean 
plugged in...well, you get the idea. It was Jhoira who gave the 
silver golem his name, and they were fast friends: Jhoira a 
mental giant, and Karn a metal one. 


But then... 

Urza's experiments went terribly wrong. There was a huge 
explosion. Urza escaped with Mage Master Barrin and 13 
other students and scholars. Karn rescued a score more, but 
Jhoira was stranded. She was alone on the ruined island that 
had once been home to the Tolarian academy. Her hair grew 
wild, her muscles grew taut, and her skin turned an even darker 
bronze. 

After ten years, Urza, Barrin, and Karn returned with a new 
batch of students. But Tolaria wasn’t the same island after the 
terrible disaster. There were dangers and pitfalls at almost 
every turn. Jhoira’s extensive knowledge of the hazards—and, 
more importantly, the safe passages around and through 
them—was the only thing that kept the new academy mem- 
bers alive. She was instrumental in rebuilding the academy, and 
when Urza went to Shiv to use the mana rig, it was Jhoira who 
acted as ambassador to the Viashino that lived and worked on 
the ancient machine. 

And when the time comes for the students to take up arms 
against a Phyrexian infestation, will Jhoira’s artifacts be enough 


to hold it off? 


Next Up 

Get more of the story behind Jhoira and the disasters on 
Tolaria in J. Robert King’s newest Magic novel, Time Streams, 
due out in April. And watch for its sequel, B/oodlines, by Loren 
Coleman, due out in June. 


The Deck ~ | , 
Above all else, Jhoira is a natural artificer, so naturally her deck 
is full of artifacts. The key to this deck is Tinker. For 2 you 
can turn any artifact into a Colossus of Sardia. Put out a cheap 
artifact as quickly as you can, and then watch your opponent 
squirm on turn three when your Ornithopter becomes a 
Phyrexian Colossus. Use Voltaic Key to untap your big guy, or 
put out Lifeline and sacrifice your tapped creature to Claws of 
Gix to gain 1 life and return your humongous friend (assuming 
there are other creatures on the table) to play untapped at the 
end of your turn. 

The Lifeline trick works especially well with Bottle Gnomes 
because you can sacrifice the Bottle Gnomes on your turn and 
gain 3 life. To add insult to injury, you can sacrifice your Bottle 
Gnomes on your opponent's turn as well, gaining 6 life by the 
time it’s your turn again. 

If your opponent gets out something particularly nasty, just 
bounce it back to his or her hand with Capsize. If the game 
goes long, Urza's lands will provide plenty of 
mana for buyback, so you can bounce a card or 
two every turn. Or you can even bounce Lifeline 


when your opponent throws all 
of his or her creatures in front 
of your Colossus, thinking 
they'll come back at the end of 
the turn. 

Copper Gnomes and Show 


and Tell will help you get out 
4 Capsize 

2 Recall 

2 Show and Tell 
4 Tinker 


those big creatures if you don’t 
get a Tinker right away, and 
Recall will get Lifeline or Tin- 
ker back when your opponent 
frantically targets them. 

And what would Jhoira’s 
deck be without her best 
friend, Karn? Of course, 


4 Bottle Gnomes 

3 Claws of Gix 

3 Colossus of Sardia 

2 Copper Gnomes 

3 Jhoira’s Toolbox 

1 Karn, Silver Golem 
4 Lifeline 

3 Ornithopter 

3 Phyrexian Colossus 
2 Voltaic Key 


sentient silver golems are 
unique, so there’s only one 


in the deck. 


Jess Lebow is a self-diagnosed 
Magic addict. He’ currently 
. . : 8 Island 
seeking help by attending Magic ee 
4 Urza’s Power Plant 


4 Urza’s Tower’ 


Anonymous meetings. “Hi, m 
Jf 
name’ Jess, and Im...” 
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_This just in, from 
“@utside the walls 
at Wizards... 


DAREN BADER 


q 
i 


What’s In: “Dot!” 
That’s right, “Dot!” is in. You may 
have heard it at your local shop, or 
you may have been puzzled by it at 
the Pro Tour Qualifier you attended 
last week. What started as an Appren- 
tice extension (the .dec format) has 
become.a linguistic phenomenon. 
Players are no longer satisfied with 
yelling “Counter-Phoenix-dot-deck 
equals amazing!” Now everything seems 
to be infected with the computer catch 
phrase, from players’ names (Randy-dot- 
Buehler) to Magic lingo itself (b-dot- 
tings). 

Be scared. 

B-dot-scared! 
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What’s Out: 


Traditional 


Card Advantage 
If Brian Weissman were dead, he'd be 
rolling in his grave! 

Thank Wizards Research and Devel- 
opment for this one. The printing of 
faster and faster cards has sped up Con- 
structed Magic to a great degree; for 
many decks, it just doesn’t pay to hold 
back cards in hand for a lot of late-game 
options. More than half of the competi- 
tive Standard archetypes are built around 
incredibly fast one-mana or two-mana 
spells, quick weenies, knocking blockers 
out of the way, and of course, the mighty 


Cursed Scroll. These decks don’t want 
options—they want blood! The power of 
the Scroll has changed the way we look 
at efficiency, blazing a trail for new 
power cards like Goblin Lackey and giv- 
ing us a renaissance for Dark Ritual. 


Decks You 
Should Know 


Academy: Originally named for the 
Tolarian Academy from Urza’s Saga, 
“Academy” still refers to the Academy- 
less (it’s banned in Standard, after all) 
Mind Over Matter-Time Spiral deck. 
This mono-blue combination deck draws 
many cards, then discards them to Mind 
Over Matter to repeatedly untap a Mana 
Vault or Ancient Tomb. Eventually gen- 
erating tons of mana, the Academy 
player casts Stroke of Genius on the 
opponent to run him or her out of cards. 
Jank: (also “PT Jank” or “Pro Tour Jank’; 
also the “Richmond Gun”) This is an 
Extended white weenie deck that uses 
Tithe and dual lands to splash other col- 
ors. Jank almost always runs red for 
Lightning Bolt, but the rest of the deck 
often shows a lot of variation. Common 
supplements include Erhnam Djinn, 
Frenetic Efreet, Suq’ata Lancer, and of 
course, Cursed Scroll. 

Sligh: Last name of Paul Sligh. Now 
slang for any aggressive red deck with 
fast direct damage and low-cost weenies. 


Story of the Month: 
The Origin of 
Wollpert-geddon! 


By popular demand, Worth Wollpert 
recounts the tale of how sometimes, all 
the wrong people get credit for all the 
wrong decks.... 

Picture it...Seattle...1997...Magic 
World Championships! 

Pikula and I, the only two Deadguys 
who qualified for Worlds, were working 
on decks of course, but aren’t happy with 
the Forgotten Orb version we had for 
Standard. So I pulled out this green/white 
Armageddon deck (Maro, Swords to 
Plowshares, Icy Manipulator, Thawing 
Glaciers, Sylvan Library, Armageddon, 
and so on.) 

We play with it a bit. It 
beats red...sometimes. 

It beats everything 
else...never. 


Chalice sees us. 

Chalice: “Hey, whatcha 
got there?” 

Me: “A bad deck.” 

Chalice: “Let’s see...” 

Pikula: “We'll call it Wollpert-geddon!” 

Me: “...” 

The long and the short of it is, Chalice 
railroads us into playing it. I start off 3-0! 

Chris is 0-3. Chalice is 0-3. I was 
rolling on the floor laughing! I finished 
4-2, and I think they finished 2-4. 
(Chalice made all of these changes, and 


What’s In: 


The new Sixth 
Edition rules 


With the new rules close to release, every- 
one at R&D has changed over to the post- 
Classic rales. Everything from playtesting 
to casual play to the biweekly “Future 
League” tournaments (see Henry Stern’s 
article on p. 50) is now played with the new 
rules. Classic has already seeped into card 
design, as sacrifice, bounce, and activated 
creature abilities have improved. Also, the 
Duelist Invitational was held using Classic 
rules to give the Magic public another 
sneak peek—more on the all-star game of 
Magic in our next issue. (This column 
goes to press before the invitational.) 


What’s Out: 
Cantrips 


Although their absence might not have 
drawn much attention, cantrips have 
taken a vacation during the Urza’s Saga 
cycle. We removed them because they 
lacked synergy with one of the new 
mechanics: cycling. But have no fear, 
cantrip aficionados. Unlike banding or 
snow-covered land, cantrips will be seen 
again in a future expansion. 


What’s In 
a Name? 


Here are a few Urza’s Legacy cards with 
their original design names: 
About Face: Thaumaturgy. 
Angel’s Trumpet: Urza’s Lawnmower. 


@ Mark Rosewater 


Story of the Month: 
The Origin 
of Cursed Scroll 


I have heard numerous rumors about the 


for some unknown reason, we didn’t 
change any of his changes.) 

That dismal deck is s¢i// known as 
Wollpert-geddon. I’m sure if we all went 
6-0, it would be Chalice-geddon. 

[Author note: Special thanks to Chris 
Pikula and Worth Wollpert of Team 
Deadguy.] 


origin of Cursed Scroll.'To put the rumors 
to rest, here’s the story. The Tempest 
designers (Mike Elliott, Charlie Catino, 
Richard Garfield, and I) took a week off 
to do design at Richard’s parents’ house in 
Portland. After a long day of design, we 
decided to see a movie, The Frighteners. 

Walking to the theater, Richard dis- 
cussed his interest in having more cards 
that allowed players to bluff in Magic. 
Off the top of his head, Richard came up 
with the first version of Cursed Scroll. 
The casting cost was higher, the activa- 
tion cost lower, and it only targeted play- 
ers. Because Cursed Scroll required you 
to name a card, Richard felt players could 
bluff opponents into believing they held 
certain cards in their hand. 

Flash forward to development of 
Tempest. Although the card mechanic was 
amusing, the card was woefully weak in 
playtest. The development team swapped 
the casting cost and activation cost and 
allowed Cursed Scroll to target creatures 
too. And that’s how the strongest card 
of the Tempest cycle was created—an 
attempt to bring more bluffing to the 
game. Ah, maybe next year. 


Soundbite 


“We can’t win. We could make an expan- 
sion with nothing but tournament-level 


Mike Flores, <madmanpoet@yahoo.com>, 
provides the outside look at Magic every 
month in the pages of The Duelist. 


at 
rr 


Anthroplasm: Frishephetash. ie 
Bouncing Beebles: Sneaky Pete. 
Impending Disaster: El Nifio Mudslide. 
No Mercy: Fields of Annihilation. 
Purify: Total Serenity. 

Radiant, Archangel: Serra’s Sister. 
Rebuild: Hurkyl’s Going Out of Busi- 
ness Sale. 

Swat: Pound the Low Man. 

Yavimaya Wurm: Mean Craw Wurm. 


e 
Terminology 
Here are a few of the terms used every 
day by Magic R&D: 
Haste: The short version of “Ignores 
summoning sickness.” We used to say 
“celerity,” but that changed when the abil- 
ity got keyworded as “haste” in Classic. 
High Flying: Flying creatures that can 
block only creatures with flying. Examples 
include Cloud Elemental and Cloud 
Djinn. 
Rangestrike: The ability to tap and do 
damage to attacking and/or blocking 
creatures. Named after the long-range 


green cards and the next day on the Dojo 
there'd be a thread called ‘Green gets . 


screwed again.” 
—Anon. R&SD member 


No one actually reads Mark’ bios any more 
except his mother. Hi Mom. Grandkids are 
coming any day now. 
Really, I swear. 
weapons (bows, crossbows, and so forth) 
the creatures use. Examples include Elite 
Archers and Heavy Ballista. 
Saboteur: Any creature with an 
ability which trig- 
gers when it either 
successfully 
deals damage 
or is unblocked. 
Examples include 
Hypnotic Specter 
and Ophidian. 


Mike 

There are some who say that 
Necro is dead. I pity these fee- 
ble lackeys who lack the 
wretchedness and vileness and 
contempt to reach into the 
deepest darkest depths of their 
souls and realize the true 
power that can be wrested 
from the inky blackness. Well, 
enough with the snappy intro- 
ductions—let’s get down to 
the deck. 

Several changes had to be 
made to the original deck to 
spruce it up into a deck that 
can take us into the new mille- 
nium. For starters, the deck 
needed to be updated into the 
current Tempest-Fifth Edition- 
Urza environment to be Stan- 


dard-legal. So Necrosavant, 
Quicksand, and Buried Alive 
had to be pulled out. With 
these gone it is fairly clear that 
you need to change your 
method of winning from a 
creature beatdown to more of a 
hybrid deck with some beat- 
down and another backup 
plan. Why not go back to the 
classic method that Necropo- 
tence used to use, Drain Life? 
After all, each point you gain 
from Drain Life translates into 
a card for you, so it’s like you 
are casting a Braingeyser on 
yourself, only your opponent 
gets to pay for it. 

Necro has lost a lot of speed 
in recent years. With the loss 
of Hypnotic Specter, Hymn to 


Tourach, and Strip Mine, it 
has all but died on the tourna- 
ment scene. One of the new 
“sleeping” creatures from 
Urzas Saga, Lurking Evil, can 
add a little spice to the Necro 
deck. You can often get the 
creature out early and wake it 
up whenever you need it. If 
you use Necropotence’s ability 
to bring your life total down 
fairly low, you can wake it up 
without a great net loss of life. 
But be sure to follow it up 
with a Drain Life though, 
because if you dip too far 
down, you are vulnerable to 
dying by direct damage. 

Speed kills—your oppo- 
nent. There are a lot of fast 
mana sources in the current 
environment to help you get 
some of your tricks out early. 
Dark Ritual, Culling the 
Weak, and a couple of Lotus 
Petals can all help you get out 
your enchantment ahead of 
the counterspelling decks. To 
fit all of these cards in, we 
need to clear some room. 
Since we already decided that 
we weren't going to beat our 
opponent with a creature beat- 
down, let’s get rid of the crea- 
tures. The creatures we replace 
them with will fit in with the 
theme of getting mana. Priest 
of Gix is a great creature for 
this deck since you do not lose 
mana when you cast it—it is as 
close to a free creature as you 
can get in black. So with some 
opening draws such as swamp, 


Dark Ritual, Priest of 
Gix, Lurk- 


ing Evil, you can often have 6 
power worth of creatures ready 
to attack on the second turn. 

So now that we get the 
enchantment out, how do we 
win at this point? This is 
where Skirge Familiar comes 
in. Skirge Familiar has an 
interesting ability of letting 
you discard cards for black 
mana without tapping, so once 
you have both Skirge Familiar 
and Necropotence in place, 
you are off to the races. You 
draw cards with the Necro, 
play the ones you can use, and 
discard the extra lands and 
such to the Skirge Familiar for 
black mana to drain your 
opponent for as much as you 
can. Repeat the cycle as neces- 
sary, and remember: you can 
sacrifice creatures with Culling 
the Weak to get that final two 
or three black mana for the 
finishing blow. Occasionally 
you can use Yawgmoth’s Will 
to generate some extra mana 
out of the early Dark Rituals 
and assorted mana sources in 
your graveyard to help with 
your trick. 

Don't just attack; attack 
their plan. Since your oppo- 
nent is not going to curl up on 
you while you get yourself set 
up, the deck has some early 
disruption with Duress to help 
a bit against counterspells. 
Noetic Scales combines well 
with this and in general is 
good at slowing down decks 
that dump their hands quickly, 
and No Mercy is good to stop 
weenie hordes. Nevinyrral’s 
Disk is always good as a reset 
button to clear the table of 
creatures or enchantments that 
have outlived their usefulness. 
Wasteland can often be 
useful for stopping decks 
built around Gaea’s Cra- 
dle or to strip out a blue 
% mana source. Counter- 
spelling ability can be 
devastating to this deck, 
which is as fragile as 
most combo decks. 
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Most of your sideboard will 
be geared against blue decks 
and other combo decks, which 
might outrace your Necro 
deck or get set up before you 
are ready to strike. But with 
proper timing, you can often 
use the dark side to guide you 
to victory with the power of 
Necropotence. 


Darwin 

“The Nev” seems to recognize 
the strengths of black and also 
that Urza's Saga has something 
to contribute to this archetype. 
The strengths of black are fast 
mana, creature removal, hand 
disruption, graveyard use, card 
drawing, and fast creatures. 
The submitted deck tries to 
use all of these while incorpo- 
rating some new cards from 
Urza’s Saga. 

While Nev has some nice 
ideas, this deck needs to be 
faster and more versatile to 
compete with other Extended 
decks. 

Think synergy. Volrath’s 
Dungeon is powerful in com- 
bination with Necropotence, 
but much less so if you don’t 
draw Necropotence, and it is 
slower than Duress and Hymn 
to Tourach. Buried Alive and 
Recurring Nightmare are both 
very powerful cards. This deck 
doesn't use the type of cards 
that make these cards most 


useful, however, like Ashen 
Ghoul and Survival of the 
Fittest. While Noetic Scales 
combines nicely with other 
cards in this deck, it is too 
focused for the main deck, 
especially with the number of 
creatureless decks out there. 
The biggest weakness of 
black is an inability to destroy 
artifacts and enchantments. I 
like how Nev deals with this 
problem by using Nevinyrral’s 
Disk. I also like using Necro- 
potence to power the deck and 
Dark Rituals to speed it up. 
When playing Necro, it is a 
good idea to use some life 


gaining. Drain Life is ideal for 
the purpose because it can also 
be used as creature removal. 
Duress and Hymn to Tourach 
are the best hand destruction 
cards available in Extended 
and are a key component in a 
strong Necro deck. 

Wise man say: “Strike with 
empty hand.” Many of the 
creatures inthe original deck 
are too expensive for what they 
offer. Order of Yawgmoth and 
Dauthi Mercenary are too 
fragile for their casting cost, 
especially in Extended, which 
includes cheap creature 
removal like Lightning Bolt 
and Swords to Plowshares. 
Abyssal Horror and Necrosa- 
vant are too high in casting 
cost for a deck that wants to 
empty its hand and then refill 
it with Necropotence. 

Priest of Gix, Duress, and 
Yawgmoth’s Will are all great 
additions to Necro from Urza’s 
Saga. Drawing a Yawgmoth’s 
Will in midgame enables you 
to cast several cheap spells 
from your graveyard at the cost 
of just one card from your 
hand. In a deck like this, it’s a 
good idea to have some cheap 
creatures to put pressure on 
your opponent. Nev selected 
Black Knights and Dauthi 
Horrors. I particularly like the 
Black Knights because they’re 
immune to Swords to Plow- 
shares, which would keep 
them from being resurrected 
later with Yawgmoth’s Will. I 
chose to use Order of the 
Ebon Hand because of its 
ability to pump. This is espe- 
cially useful as a sink for extra 
Priest of Gix mana. 

Keep things in proportion. | 
like decks that are very 
focused. If I want to draw a 
card early and often, I play 
with four copies of it. Ifa card 
is most useful in the late game 
or sometimes not at all, I may 
play with less than four. 


Your best defense is a 
loaded sideboard. I have used 
the sideboard to shore up 
some potential weaknesses. 
When using Necropotence 
and Yawgmoth’s Will, having 
creature removal like Conta- 
gion that can be cast without 
mana is very powerful. 
Dystopia is great for dealing 
with some annoying enchant- 
ments and many creatures that 
can't be targeted by black 
removal. Extended has a vari- 
ety of powerful lands like 
Kjeldoran Outpost and Thaw- 
ing Glaciers, making Choking 
Sands a useful addition. And 


Tormod’s 


Crypt can be a game-winner 
if your opponent is relying 
on popular graveyard cards 
like Recurring Nightmare, 
Yawgmoth’s Will, Buried 
Alive, Living Death, and 
‘Time Spiral. 

The greatest strength of 
this deck is its ability to gain 
massive card advantage. The 
combination of Necropotence, 
Hymn to Tourach, Nevinyrral’s 
Disk, and Yawgmoth’s Will 
should leave your opponent 
with no cards in hand and you 
with control of the board. 
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“,..a sure fire recipe for chaos and mayhem that no sane 
player would want to miss.” 


—Computer Games Strategy Plus 


“,..a fantasy tag team match on a global scale. It’s 


melodrama, it’s excitement, it works.” 
—Computer Gaming World 


“.- Total Annihilation: Kingdoms is completely 
unbelievable. Everything in the game moves with a grace 
and realism that is stunning.” 


~Imagine Games Network 


“... fit to sit on the throne of RTS gaming.” 


-Gamer's Republic 


“Never have we seen a game that goes to such great 
lengths to create an innovative, engrossing, story driven 
RTS of this magnitude ... we could be looking at 
something amazing...” 


—Gamefan 
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Sixth Edition: 
One Stack Fits All BK 


This month, The Duelist launches a new Q&A column with 
BethMo, keeper of the Magic rules, designed to help competitive- 
but-casual players work through unusual situations that crop 


up on everyone’s table from time to time.This won’t take the ga 


place of our official rulings and errata—look for that next 
month in the Oracle—but it’Il use your questions as a spring- 
board to explore the finer points of Magic rules.To kick things Bi : 
off, we’ll tackle your questions about the rules changes looming ¢"" 
on the horizon: Classic, the sixth edition of Magic. 

If you’ve got a question for BethMo, send it to Show and 
Tell, c/o The Duelist, P.O. Box 707, Renton, WA 98057, or to 


<duelist@wizards.com>. 


What’s up with the controversy? Why 
change the rules? In Fifth Edition, 
spells and abilities could be played either 
in “batches” or in “series.” Interrupts had 
their own special nested batches, and 
triggered abilities could cause unlimited 
levels of nested series. Each batch or 
series had rules as to exactly which spells 
and abilities could be played in it, and 
many of these distinctions were not 
obvious to the average player from the 
wording on the cards. Damage resolu- 
tion, for example, consisted of eight 
separate steps. Very few players realized 
how messy these rules had gotten—they 
just played by what seemed reasonable, 
and memorized rulings for special cases. 


How do the new rules get around all 
that? Short answer? The stack. 

Classic (Sixth Edition) sweeps away all 
the nebulous spell/ability categories and 
special timing steps. Instead of batches 
and series, it uses a single stack. When- 
ever you play a spell, the spell card goes 
on top of the stack. When you play an 
ability, an “imaginary card” representing 
the ability also goes on top of the stack. 
When both players pass their chance to 
play another one, the top spell or ability 
on the stack resolves. So far, this is the 
same as a Fifth Edition batch. 

But here’s the big difference: after each 
resolution, both players get the chance to 
play additional spells and abilities. For 
example, if you have Prodigal Sorcerer 
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(“Tim”) and Puppet Strings in play, and 
your opponent Incinerates Tim, you can 
respond by tapping Tim for 1 damage, 
untapping him with Puppet Strings, 
and tapping him for 1 more 
damage before he dies. 

(At this point, quite a few 
players will be scratching their 
heads, saying “I thought you 
could already do that in Fifth 
Edition.” Nope! Many of the 
Sixth Edition changes 
just make the game 
work the way a lot 
of players have been 
playing it all along.) 


What about interrupts? Since all spells 
and abilities follow the same timing rules 
in Classic, special rules for interrupts are 
no longer needed. An interrupt is just an 
instant that targets a spell or ability. 
Counterspell, for example, is an instant 
that can target any spell on the stack. 
The new stack rules make counter- 
magic stronger in some situations and 
weaker in others. If your opponent plays 
a spell that you want to counter when 
you have no countermagic in your hand, 
you can play an instant to draw some 
cards (Impulse, Intuition, and Scroll 
Rack are all popular), let it resolve, and 
then play a Counterspell that you just 
drew. But if your opponent Incinerates 
you and you Power Sink it, your oppo- 
nent can respond to the Power Sink with 


@ Beth “BethMo” Moyis 


another Incinerate. 
Combinations that involve responding 
to your own spells are riskier when play- 


ing against an opponent with counter- 
spells, because your first spell can still be 
countered after you start responding. For 
example, the old “Armageddon, respond 
by saccing all my lands to Zuran Orb’— 
or the new “Living Death, respond by 
saccing all my creatures to Fallen 


Angel’—can backfire. 


How do the new rules deal with dam- 
age? As mentioned above, damage resolu- 
tion had become one of the messiest areas 
in the Fifth Edition rules. For Classic, we 
took a very different approach. We com- 
pletely scrapped the “damage prevention 
step” with its special rules for what can 


DAREN BADER 


and can't be played. In Classic, damage 
prevention spells and abilities actually 
prevent damage from being dealt, rather 
than removing it after it has been dealt. 
This means that they must be played 
before the damage is dealt—typically in 
response to whatever would deal damage. 

For example, Healing Salve prevents 
the next 3 damage to its target. This is 
slightly stronger than the Fifth Edition 
version, which only prevented damage 
during one damage resolution step. The 
new version can prevent damage from 
three separate occurrences of 1 damage 
(such as from Tim). Circles of Protection, 
and other spells and abilities that prevent 
damage from one source, prevent all of its 
damage to the protected player or crea- 
ture the next time it tries to damage 
them. If the source is reusable, you'll 
need to activate the Circle once for each 
damage event. 

It’s possible to play damage prevention 
preemptively, before anything that would 
cause damage has been played. For exam- 
ple, if your opponent Disenchants your 
Circle of Protection, you can respond by 
activating it several times, once for each 
appropriately colored creature in play. Of 
course, this won't help much if your 
opponent follows up with Lightning 
Blast after the Circle has left play. (You 
can’t point to a card in your opponent’s 
hand as the source, even if you think you 
know what it is.) 

Unused prevention wears off at the 
end of the turn, at the same time as dam- 
age is removed. 

Regeneration works the same as dam- 
age prevention: you must play the regen- 
eration ability before the creature is 
actually destroyed. Once the regeneration 
effect is in place, the next time the crea- 
ture would be destroyed, the regeneration 
changes the destruction to a “tap the 
creature, remove all damage from it, and 
remove it from combat” effect. Cards 
that have side effects attached to the 
regeneration (Skeleton Scavengers’ +1/+1 
counter and Debt of Loyalty’s control 
change) have been reworded to make it 
clear that the side effect happens when 
the creature actually regenerates, not 
when the spell/ability is first played. 


How does the stack handle triggered 
abilities? In Fifth Edition, triggered abili- 
ties received a lot of special treatment. 


They were played in a series (so they 
could nest and couldn't be responded to), 
and they could happen at all sorts of times 
when most abilities were illegal, including 
in the middle of resolving another spell or 
ability. Classic removes most of this. Trig- 
gered abilities go on the stack, just like 
regular abilities. Once there, they 
can be responded to. For 
example, if your oppo- 
nent plays a Nekrataal 
and tries to use its ability 
to destroy your creature, you can 
respond by Unsummoning your creature. 
One type of trigger deserves special 
mention: the comes-into-play trigger. In 
Fifth Edition, these were ruled to look 
only at the actual card (or the description 
of a token), then trigger based on what 
that card would be in isolation, ignoring 
any current effects. In Classic, when some- 
thing comes into play, you actually put it 
in play and then look to see whether any- 
thing in play has a comes-into-play trigger 
that applies. For example, if Nature’s 
Revolt is in play (turning all lands into 2/2 
creatures) and you play a land, all “When- 
ever a creature comes into play” abilities 
will trigger. This also means that creatures’ 
comes-into-play triggered abilities won't 


trigger if Humility is in play. 


So what can I do during combat now? 
Classic's theme of eliminating spell 
restrictions also applies to combat. In 
Fifth Edition, combat had several steps 
during which only certain spells and abil- 
ities were legal. In the new rules, these are 
fair game for all instants. Also, combat 
has been promoted to a full phase, rather 
than a subset of the main phase that fol- 
lowed almost all the rules for phases. The 
combat phase will look like this: 

* Play spells and abilities. 

* Choose attacking creatures. 

* Play spells and abilities. 

* Choose blocking creatures. 

* Play spells and abilities. } 


* Choose combat damage and 


put on stack. 
* Play spells and abilities. 
° “At end of combat” triggers fire. 
* Play spells and abilities. 

Of all that, combat damage is the part 
that will affect strategy most. Combat 
damage doesn’t happen immediately on 
announcement—that way damage preven- 
tion and regeneration work the same way 


as spells and abilities. Instead, all the com- 
bat damage goes on the stack as one big 
event. Spells and abilities can then be 
played in response. Just as destroying a’ Tim 
after he’s been tapped for damage won't 
stop the damage from happening, remov- 

ing an attacking or blocking crea- 

ture after the combat damage has 
been announced wont stop that crea- 
ture from dealing damage. This makes 
creatures like Blinking Spirit signifi- 
cantly stronger, because they can deal 
damage and escape destruction. Similarly, 
Mogg Fanatic can deal combat damage 
and sacrifice itself for an additional 1 dam- 
age before it dies. 

The Fifth Edition rule preventing 
tapped blocking creatures from dealing 
combat damage has also been removed. 
This rule caused an undue amount of 
confusion among newer players, and 
putting combat damage on the stack 
made it largely irrelevant—if you want to 
use a @-cost ability of a blocking crea- 
ture, you could just wait and use it after 
the combat damage allocation anyway. It 
does, however, eliminate the tactic of 
tapping an opponent’s blocker with 
something like an Icy Manipulator to 
prevent it from damaging your creature. 


Are those the only major changes? 
Most of the Classic changes revolved 
around eliminating special play steps and 
putting everything on the stack. Classic 
also has a number of other miscellaneous 
rule changes. The ones that have received 
the most attention are: 

* Removing the rule that “turned off” 
most functions of tapped artifacts 
(those that turn off will now say so 
directly on the card). 

* Ending the game as soon as a player 
reaches 0 life. 

* Tossing the “hidden information” rule 
for playing spells and abilities (in 
Classic, all choices except target and 
mode are made during resolution). 

We're out of room, though, so we'll have 
to wait until next month to discuss those. 


From now until June, BethMo will have to 
give both Fifth Edition and Classic 
answers to every question. Let’s do the 
math...hmm...carry the one...that’s twice 
the workload. Were preparing appropriate 


medication as you read this. 
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ot questions about 
those brand-spanking 
new Urza’s Legacy cards? 
Look no further. Here’s a crib 
sheet compiled for judges at the 
prerelease tournaments. If the 


cards aren't familiar to you yet, 
check out The Duelist’s complete player’s 
guide on page 56, then flip back here if 


you have any questions. 


Angel’s Trumpet 
Will this count Walls and creatures with 
summoning sickness? 

Yes. Even if a creature cannot attack for 
some reason, if it is untapped at the end of 
the turn, the Trumpet will tap it and deal 1 
damage to its controller. 


Angelic Curator, Yavimaya Scion 
How does protection from artifacts work? 
As defined by the Fifth Edition rules, 
protection from artifacts means the creature 
cannot be targeted by artifact spells, abili- 
ties, or enchantments, cannot be blocked by 
artifact creatures, and damage dealt to it by 
artifacts is reduced to 0. 


Anthroplasm 
Won’t playing its ability kill it? 

No. Since the old counters are removed 
and the new ones added all during the same 
event in the resolution, Anthroplasm is never 
a 0/0 creature long enough to destroy itself. 


Aura Flux 
Can | use the ability of an enchantment 
before paying or not paying the upkeep? 

No. Aura Flux actually grants the upkeep 
cost to the enchantments themselves. Under 
Fifth Edition rules, you cannot play activated 
abilities of a permanent with an upkeep cost 
until you pay the cost. 


Bouncing Beebles 
When do | determine whether the Beebles 
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can be blocked? 

When blockers are 
declared. The ability 
is continuous 
and works much {¢ 
like landwalk does. 
If the defending player 
controls an artifact when 
he or she goes to declare 
blockers, the Beebles cannot 
be blocked. 


Brink of Madness, 
Defense of the 
Heart, Impending 
Disaster, Planar Col- 
lapse, Second 
Chance 
When do these 
count to see if 
they go off? 
Whenshe phase ability 


resolves, they will count or check, 


og 


as appropriate, and if the condition is 
met, the sacrifice and effect occurs. Note 
that these are phase abilities, so you have to 
play them during each of your upkeeps. 
They simply won't do anything unless the 
condition is met. 


Damping Engine 
What types of things does this prevent me 
from playing? 

As long as the condition is true, it pre- 
vents you from playing lands during your 
phase and prevents you from announcing 
the appropriate types of spells. It will not 
prevent permanents that come into play due 
to the effect of another spell (such as Crop 
Rotation) or due to an ability (such as 
Quicksilver Amulet) from coming into play. 


Defender of Chaos, Defender of Law, 
Simian Grunts 
Can a card that prevents a player from play- 
ing instants, such as Abeyance, prevent these 
from being played? 

No. Even though they can be played at a 
time instants can be played, they are still 
~.. summon spells, and thus only effects 
that prevent summon or creature 
spells will prevent these from being 
played. 


. Defense Grid 
s the extra mana part of the 
casting cost? 


rdf No. While 
you pay the 
“ mana when you play 
the spell, it’s not actually part 
| of the spell’s casting cost for 
purposes of things like Spell 
Blast. 
Can | use Helm of Awakening or a 
Medallion to reduce this extra 
cost? 

Yes, because those abilities reduce 
' total play cost, not just casting cost. 


Devout Harpist 
: Can the Harpist’s ability 
" be used to destroy a 
Fertile Ground on an animated 
Treetop Village? 

No. A “creature enchantment” means only 
cards that have “Enchant Creature” listed as 
their card type. The ability cannot destroy 
other types of local enchantments that hap- 
pen to be on creatures, nor can it destroy a 


_ card that says “Enchant Permanent” such as 
‘Confiscate. 


Erase 
Can this be used to permanently get rid of 
an enchantment like Brilliant Halo? 

Yes. Erase removes the enchantment from 
the game. Because an endless enchantment 
such as Brilliant Halo never passes through 
the graveyard, it will not trigger and does 
not go back to its owner’s hand. 


Faerie Conclave, Forbidding Watch- 
tower, Ghitu Encampment, Spawning 
Pool, Treetop Village 
Can I play the ability while the land is 
tapped? Can I play it again while the land is 
a creature? 

Yes to both. If it’s already a creature, this 
will reset the creature’s base characteristics. It 
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cannot be used to avoid Humility or the like. 
Do the lands have summoning sickness when 
animated? 

Only if they are animated during the turn 
you play them. 


’ Frantic Search, Snap 
When do | choose which lands to untap? 

You always make all decisions for a spell 
on announcement, except those involving 
“hidden” information. So, you choose the 
lands you want to untap when you announce 
the spell, and they untap on resolution. 


Gang of Elk 
Does this get the bonus just once or once for 
each blocker? 

Once for each blocker. 


Goblin Welder 
How exactly does this work? 

Put the chosen artifact in play into its 
owner's graveyard, and put the chosen card 
from the graveyard into play under the same 
player’s control, 

Does the artifact in play count as either 
“leaving play” or “going to the graveyard 
from play”? 

Yes. It will trigger things such as Fecun- 


dity, for example. 


Hope and Glory, Peace and Quiet, Rack 

and Ruin, Sick and Tired 

Can these be used against only one target? 
No. There have to be two legal targets to 

play any of the “double target” spells. The 

two targets do not need to be controlled by 

the same player, however. 


Intervene 
What exactly can this counter? 

It can counter any spell that uses the word 
“target” in its text and that targets any crea- 
ture, even a creature you do not control. It 
can even counter spells that have more than * 
one target, provided one of the targets is a 
creature. 


Lone Wolf 
Can | divide the 
Wolf’s damage up between:.:.; Cn 
the blockers and the defending player? 
No. When you get to damage dealing, you 
must choose to damage either the creatures 
or the player, but not both. (If you choose 
creatures, you're still free to divide the dam- 
age among the different blockers as usual, of 
course.) 


Memory Jar 
Where do the set-aside cards go? Can I still 
play them? 

They go into the removed-from-game 
zone. You cannot use or play any of them 
until you return the cards to your hand at 
end of turn. 


No Mercy 
Does preventing the damage prevent the 
creature from being destroyed? 

Yes. No Mercy triggers off of successfully 
dealt damage. If all the damage is prevented, 
none of it is ever successfully dealt, so the 
creature will not be destroyed. 


Parch 
When do | decide whether I’m doing 2 or 4 
damage with this? 

On announcement. The spell is modal, 
and so you have to choose the mode when 
you play it. 

Can I have Parch do 2 damage to a blue crea- 
ture? 

Nes: 


Rank and File 

How exactly does the -I/-1 ability work? 
When it comes into play, Rank and File 

will give -1/-1 until end of turn to all the 

green creatures currently in play. It’s a “one- 

shot” type effect, so if another green creature 

enters play during the same turn, it will not 


suffer the penalty. 


Rebuild 
Does this return all artifact cards everywhere 
to their owners’ hands? 

No. Rebuild returns only the artifacts in 
play. It 


will not return artifact cards in the 
a graveyard, removed from the game, 
' phased out, or otherwise not in 


play. 


Ring of Gix, Thran Weaponry, Tick- 
ing Gnomes, Urza’s Blueprints 
Can | use the artifact’s ability during 
. my upkeep before | pay the echo 
cost? 
No. Echo is an upkeep cost, 
and therefore you cannot 


spare any pane abilities of the artifact dur- 


ing your upkeep until you deal with it. 


Slow Motion 
Can | use an ability of the enchanted crea- 
ture before paying the upkeep? 

In this case, yes. The upkeep cost imposed 


by Slow Motion is an ability of the enchant- 
ment and not of the creature. Normally, you 
cannot play abilities of a creature with an 
upkeep cost until you pay that cost, but in 
this case, the creature has no upkeep cost. 


Sustainer of the Realm 
Does this get +0/+2 for each creature it 
blocks? 

No. Even if a card such as High Ground 
allows Sustainer to block more than one 
creature, it still only gets a total of +0/+2 for 
each combat in which it blocks. 


Tethered Skirge 
Will countering the spell prevent me from 
losing the life? 

No. As soon as the Skirge is declared as a 
target, you'll lose 1 life. Even if you later 
counter the spell, you don’t get the life back. 


Treacherous Link 
When is the damage redirected? Can | pre- 
vent it before it gets redirected to me? 
This is automatic damage redirection, 
and works the same way Pariah does—the 
damage is redirected during one of the later 
steps of damage prevention. You have an 
opportunity to use Healing Salve or the like 
to prevent the damage before it gets redi- 
rected to you. 


Viashino Bey 
What happens if | cannot attack with a crea- 
ture? 

Nothing. The Bey makes only creatures 
that are able to attack do so. Anything that 
cannot attack for any reason is unaffected. 
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© Revolutionary new battlefield physics — 
Deformable terrain, energy weapon 
effects, dynamic colored lighting and fly- 
ing shrapnel — intensifies the realism and 
excitement. 


New “veterancy” feature enables units to 

become smarter, faster and stronger as 

they become battle hardened with combat 
experience. 


me Experience the future of global war with 
new, high-energy weapons and defenses — 
— Jump Jet Infantry, Laser Fences, 
Disruptors, Hover Tanks, Tunneling APCs, 
The Firestorm Defense, Mechanized Battle 
Units and more. 


ship missions let you decide which units 
to bring into battle. 


More tactics of sabotage and guerilla 
warfare — execute covert night missions, 


set forest fires and destroy bridges — 
with unique opportunities in three differ- 
ent environments, 


Internet play is easier than ever with a 
streamlined connection and an integrate 
interface — plus new support for world- 
wide rankings, ladder systems and Battle 
Clans”. 


Command. & Conquer is a registered trademark of 
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|: Duelist brings you 

all of the latest info about Magic and other great 
TCGs, gaming strategies, deck-building tips, 
product previews, and more... 


THE GAME 


Coeeceseecececceceooecccc op 
Use the attached reply cards to order 
your subscription today. 


For faster service, email us at duelist@pcspublink.com 
and mention code BR3398. For credit card orders call 1-800-395-7760. 
No rules questions will be answered on this line. 


For orders outside North and South America, 
call +44-185-8414713. 


Now with Players Guide 
and Price Guide! 


Sq ©1998 Wizards of the Coast, Inc. Wizards of the Coast, Magic: The Gathering, and The Duelist are 
f registered trademarks of Wizards of the Coast, Inc. Duelist illustration by Greg Staples. 
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s right to 
gaming table 
h these help- 
suggestions 


m the Doctor. 


~ strifig, of bad luck? 


A Game Player’s 
Resolution 


was entertained by Magic lead game designer Bill Rose’s resolution last year to eat a brownie every day (which 
he kept for over a month). Shawn Carnes (one of the more flamboyant members of Magic R&D) earned some 
points for making a list of over 100 resolutions, several of them broken by the time he finished the list. 

Most of the time, however, I hear the same stale, often-made, seldom-kept resolutions. “I am going to quit 
smoking.” “I am going to lose weight.” “I am going to exercise eight days a week.” These resolutions only indi- 
rectly address the needs of the game-playing community. For example, a player who successfully resolves not to 
smoke will live longer and can therefore play more games, which helps the entire community. 

To more directly affect the lives of gamers everywhere, I modestly offer this list of resolutions for game players 


to choose from. _ 


sc 
se 


I RESOLVE NOT TO BLAME BAD 
LUCK FOR ALL MY LOSSES. Did 
you do the best you could with 
what you had? Are you sure you 
weren't outplayed? 


I RESOLVE NOT TO BLAME GOOD 
LUCK FOR ALL MY OPPONENT’S 
VICTORIES. Did you make mis- 


takes for him or her to capitalize 
t 


on? Did your opponent make 
moves that provided a_ good 
chance to “get lucky”? Did he or 
she need to get lucky by dtawing 
the perfect card because ofa long 


ee ons 


I RESOLVE TO MAKE PEOPLE FEEL 
GOOD ABOUT THEIR PLAY. Let 
other players know when they 
make 


move you think is good 
(and make a note of it so you can 
use it and not be surprised by it in 
the a oe Ask other players for 


their a 
t 


I RESOLVE TO LEARN NEW 
GAMES. There are many good 


vice. 


cre canner 


games out there. Also, games in 
one area will help your play in 
others. Poker will help your 
Magic play. 


I RESOLVE TO PLAY OLD GAMES 
IN NEW WAYS. If you usually play 


Extended Magic, try Classic 
Magic, or the current expansion 
block, or Sealed Deck, or Draft, 
or team Magic, or a league. If you 
usually play standard hearts, try 
playing with the jack of diamonds 
as negative ten points, or have the 
10 of clubs double your score. If 
you usually play standard chess, 
try allowing each player to custom- 
set his or her pieces before the 


game starts. 


@:. 
ret; 


““T RESOLVE TO TAKE 


GAMES MORE SERIOUSLY.” 


I RESOLVE TO SPREAD GAMES I 
LIKE. Almost all players learn 
games from other players, not 
from the rules or from the com- 
pany that sells the game. The best 
way to keep a game alive and to 
make sure you have people to play 
against is to teach other people 
the games you like. Don’t wait for 
initiate an 


someone else to 


evening of Clue. Do it yourself! 


I RESOLVE TO LEARN NEW 


STRATEGIES FOR OLD GAMES. It’s 
easy to get caught in a rut. Try 


something outrageous and see if it 


“T RESOLVE TO TAKE 
GAMES LESS SERIOUSLY.” 


works. If you usually play control 
decks, then learn to play white 
weenie, or a goofy combo deck. 


I RESOLVE TO TAKE GAMES LESS 
SERIOUSLY. Play with your folks 
and your “nongaming” friends 
and don’t let their play get you 
down. In fact, play the way they 
do and have fun. You don’t Aave 
to use words like aa, oe, and gat in 
Scrabble, or take 15 minutes figuring 
out the optimum 
Play with 
some new players! 

aly ' 


y) 


move. 


RESOLVE TO 
TAKE GAMES MORE 
SERIOUSLY. It’s 
easy to be intimidated by tourna- 
ments and even by more serious 
games, like Go and Bridge. It 
does take some effort to partici- 
pate in these serious games, but 
they can be very rewarding. Play 
with some new players! 


I RESOLVE TO PLAY MORE GAMES. 
This is what it’s all about! # 


Richard Garfield plays games for a 
living and he plays games for fun and 
he plays games to learn and he plays 
games to teach. Mostly, he just plays 
games. 


ost players make a lot of 
their decisions on auto- 
pilot and, while it certainly 
is important to practice 
enough that you know 
what to do in many familiar situations, some- 
times the automatic play isn’t the right play. 
This month I take a close look at an example 
of this principle that happened in the booster 
draft finals at a Pro Tour Qualifier in Colum- 
bus, Ohio, last December. 


It’s game five in a best three-out-of-five final 
match. The winner of this game gets an invi- 
tation to Pro Tour-Lbs Angeles. First, you 
get to be Randy Wright. (Later in this article, 
youll get to be Jason Marks and play the 
other side.) You've drafted a fairly control- 
oriented blue/white deck that typically wins 
by putting Hermetic Study on a Horseshoe 
Crab or playing Serra’s Embrace on almost 
anything. Jason is playing black/green with a 
lot of large creatures/ Pestilence, and two 

Corrupts. You wrecked him with Humble in 


RANDY’S HAND : 
CARDS IN 
PLAY 


JASON’S 
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the first game, but he came back to win the 
next two. You won game four with Serra’s 
Embrace on your pro-black Voice of Grace. 
Now it’s best one-out-of-one for a spot on 
the Pro Tour. 

Jason plays first and does nothing for three 
turns. You cast a turn-three Wizard Mentor. 
On his fourth turn, Jason summons a Bull 
Hippo, the 3/3 islandwalker. Now it’s your 


RANDY’S 


fourth turn and your hand includes Serra’s 
Embrace, Sandbar Merfolk (the 1/1 cycling 
creature), Humble, and some lands. You play 
your fourth land, giving you two plains and 
two islands. Now what? 


You have two basic options. You can suit up 
the Wizard Mentor and go beatdown or you 
can just say “Done,” planning to play Humble 
on the Hippo after it attacks and have two 
mana left over to cycle the Merfolk. Unless 
your opponent has an instant-speed way to 
remove Wizard Mentor, Humble will take 
care of Jason’s nasty islandwalker. 

Blue/white isn’t usually a beatdown color 
combination and, in addition, the Urza’s Saga 
environment isn't conducive to beatdown 
strategies. Randy wisely chose not to start a 
damage race and instead did nothing on his 
fourth turn, allowing him to play Humble on 
his opponent’s turn. Meanwhile, the Merfolk 
wasn't necessary to hold off any early weenies 
and wouldn't have any effect on this game, so 
this play allowed Randy to go ahead and cycle it 


earlier rather than later. That’s the most effi- 
cient use of mana on this turn and that’s the 
correct play. 

On Jason’s fifth turn he played a third forest 
and cast Blanchwood Armor on the Bull 
Hippo. When Randy played Humble on the 
Hippo, Jason was left with no nonland perma- 
nents in play. Randy cycled his Merfolk, drew 
Voice of Grace, cast it on his fifth turn and 
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then turned it into a protection-from- 
' black Serra Angel on turn six. Jason’s 
turn-six Hollow Dogs was therefore neu- 
tralized and his Winding Wurm was easy 
to outrace. 

Randy won the spot in L.A. because he 
knew he was playing a control deck in a 
control environment, so he kept back 
mana to play Humble at the appropriate 
time. Just neutralizing the Hippo would 
have been a good play, but getting 
Blanchwood Armor out of the way as well 
was obviously devastating. 


THE SET-UP (PART TWO) 


This game is even more interesting if you 


look at it from Jason’s point of view. It’s 
your fifth turn and you have in hand 
Hollow Dogs, 
Winding Wurm, Corrupt, forest, and 


Blanchwood Armor, 


Cave Tiger. You have two swamps, two 
forests, and Bull Hippo in play while your 
opponent has an active Wizard Mentor, 
two plains, and two islands. Your oppo- 
nent did nothing on his fourth turn. 
What's your play? 

THE ANSWER (PART TWO) 

The fact that your opponent did nothing 
on turn four should strike you as suspi- 
cious. Does he have a hand full of five- 
cost creatures? That seems unlikely from 
a blue/white deck. What seems more 
likely is that he wants to counter your 
turn five play with a Power Sink or a 
Rewind. It should also occur to you that 
he has Humble in his deck and might be 
planning to kill your Hippo this turn. 

I think playing the Armor is clearly a 
mistake. Why put all your eggs in one 
basket when you have some other threat- 
ening creatures in your hand? The correct 
way to spend your mana this turn is to 


play Hollow Dogs. The Dogs are better 
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RANDY’S 
CARDS IN 


than the Wurm because if you play the 
Wurm first, youll spend turn six paying 
an echo cost instead of playing Hollow 
Dogs. 

If you play the Dogs first, when the 
Wurm comes down on turn six your side 
of the board should look really threaten- 
ing if Randy doesn't have multiple 
answers in his hand. Casting multiple 
threats also increases the chance that the 
game will last long enough for your Cor- 
rupts to make a difference. 


Now comes the weird part. You're still 


PLAY 


wondering why Randy’ mana is all 
untapped so you should summon Hollow 
Dogs before you attack. If Randy counters 
the Dogs, that answers the question and 
you can go ahead and attack with the 
Hippo. However, if he lets you summon 
the Dogs, don’t attack. Don’t let Randy 
use his Humble this turn. If he doesn’t 
have Humble, you're in good shape with 
Hollow Dogs and Bull Hippo to his Wiz- 
ard Mentor. It’s extremely unlikely that 
the 3 lost damage will cost you anything. 

However, if he does have Humble, then 
he’s really hosed. Now he'll have to leave 
two mana untapped again if he wants to 
Humble something. Randy can’t really 
afford to do that when you have multiple 
big creatures in play—he’ll fall too far 
behind if he doesn’t summon some crea- 
tures of his own. 


WHAT IF... 

Let’s see how the game might have 
played out if Jason had chosen this plan. 
Randy cycles into the Voice of Grace and 
casts it. Jason summons Winding Wurm 
and islandwalks for three damage, while 
his Dogs are held off by the Voice of 
Grace. 20-17. Randy plays Embrace on 


the Voice and attacks for four. 16-17. 
Jason pays echo and attacks with Wurm 
and Hippo; Randy blocks the Wurm 
with Wizard Mentor and bounces the 
Mentor into his hand. 16-14. 

Now Randy can attack for four, recast 
his Mentor, and finally save two mana for 
Humble. 12-14. Jason can play his third 
swamp, play Corrupt on the Mentor, and 
attack with Wurm, Hippo, and Dogs. 
Randy only has one blocker (Voice of 
Grace) and Jason has three creatures com- 
ing at him. Randy should probably play 
Humble on the Wurm, block it 
with the Voice, and take 8 dam- 
age from the Dogs and Hippo. 

The game is at 15-6 and Jason 
still has Blanchwood Armor in 
his hand while Randy has used 
his Humble. Jason wins this 
game unless Randy draws Paci- 
fism or Path of Peace immedi- 
ately—and even that doesn’t 
help if Jason draws Pestilence or 
his other Corrupt. 


LOOKING AHEAD 

The amount of “look-ahead” reasoning 
needed to see this alternate-universe out- 
come is tough to perform on the fly. If I'd 
been in Jason’s shoes, I’m not sure I would 
have seen the correct play (not attacking 
with Bull Hippo). It took an hour of dis- 
cussing the game with teammates before I 
became convinced that passing on the 
opportunity to attack was the best play in 
this case. 

The rest of Jason’s hand was so good 
and so hard for Randy to deal with that he 
could have played around the Humble. It 
isn't always possible to play around a card, 
but it’s useful to be able to recognize situ- 
ations when you can. Now that I’ve seen 
this situation, I'll know what to do if it 
comes up in one of my own games. Now 
that you've seen it as well, I hope I don’t 
run into you when I want to use my 


Humble! # 


Randy Buehler is humble enough to admit 
when he learns something from other players. 
If you have any comments or criticisms, or if 
you see an interesting situation that might 


make a good subject for this column, feel free 
to email Randy at <buchler@stargate.net>. 


The Secrets of the Universe are Within Your Grasp. 


A fiery ruby blazes from the ey of the dragon. 
Center stone of faceted genuine hematite. 


Sculpted of solid sterling silver. Accented in 24 karat gold. 


Ring shown approximately 
actual size. 


Dare to search out your dreams. Dare to 
stand tall, and proudly conquer the drag- 
ons that guard your path to true discov- 
ery. And when you do, the secrets of the 
universe will be your prize. 

The DragonMaster’s Ring. Boldly wrought 
of solid sterling silver, the mighty dragon 
is masterfully sculpted and richly accent- 
ed in gleaming 24 karat gold. His eye 


glows with the fire of a blazing ruby. In his razor sharp talons, a 
faceted stone of genuine hematite. A ring that, once possessed, 
is a dynamic symbol of personal power and pride. It will arrive in 
a deluxe presentation case, complete with a Certificate of 
Authenticity attesting to its precious material content and original 
design. Just $195. Exclusively from The Franklin Mint. 


The Collector’s Choice in Fine Jewelry. 


The DragonMaster’s Ring 


Please mail by April 30, 1999. 


The Franklin Mint 
Franklin Center, PA 19091-0001 
Please enter my order for DragonMaster’s 
Ring, a boldly original man’s ring available exclusively from 
The Franklin Mint. 
I need SEND NO MONEY NOW. I will be billed 
in 5 equal monthly installments of $39.* each, with the first 


payment due prior to shipment. "Plus my state sales tax 
and $4.95 for shipping and handling. 


SIGNATURE 


ALL ORDERS ARE SUBJECT TO ACCEPTANCE 


MR/MRS/MISS 


PLEASE PRINT CLEARLY 


ADDRESS 
CITY/STATE, 


TELEPHONE # ( ) 

21171-07-001 
To assure a proper fit, a ring sizer will be sent prior to shipment. 
if 


ERFECT FIT IS GUARANTEED. If the ring does not fit 


when you receive it, you may return it for replacement. 


THE FRANKLIN MINT 


he original Necro decks used Necropo- 
tence, aided by life-gaining spells and 
artifacts, to gain several turns’ worth of 
cards early in the game. These decks 
played cheap creatures to make full use 
of these extra cards, even with limited mana. By 
summer, up to 75 percent of the decks at some 
tournaments were Necro variants. The metagame 
largely reduced to playing Necro or playing anti- 
Necro. This period was dubbed “Black Summer.” 
When the DCI banned Hymn to Tourach, 
Necro lost a lot of its punch, but remained a tour- 
nament staple until the Ice Age block rotated out. 
The Fifth Edition card set reintroduced Necro- 
potence, but with Sligh decks dealing 10 or more 
damage by turn three, Necro still didn’t fare well 
in the new Standard environment. However, in 
Extended, Necropotence still has access to all the 
cards that made it a superpower, and several 


tinged after the first Pro 


Urza’s Saga cards could help Necro stage a come- 
back in Extended this summer. 


BUILDING THE DECK 
The simplest type of Necro deck is a straight 
black weenie deck with four Necropotences. To 
build one of these, start with Necropotence and 
add about 20 small, efficient black crea- 
tures—most of them costing two mana. 
The two-mana Knights are good choices, 
as are the two-mana Dauthis from 
the Rath cycle. Avoid creatures that 
damage you (the key creatures of 
“Suicide Black”), because you have 
better uses for life when playing 
Necro. 

Many players include one to three 
big nasties such as Sengir Vampire 
(the Extended black player’s best 
friend) to back up the weenies. Others 
include a few artifact creatures to get 


Enchantment 
| Skip your draw phase. 
Whenever y, i 
you discard ; 

f that card from the ae 
Pay 1 life: Set aside 
library. Put that car; 
the beginning of yo: 


around protection from black. Bottle 
d, : 

oe Gnomes are a popular choice because 

they can double as life gain (acting like 


an Ancestral Recall when you have 


the top card of your 
d into your hand at 
ur discard phase. 


Necropotence in play). 


Next, the deck needs some way to get 


rid of Necropotence once it becomes a 


BY BETH “BETHMO” MOURSUND | 


Necro Extends Its Grasp 


The Power of Necropotence Rises Again 


liability. Black is notably lacking in enchantment 
destruction, but Nevinyrral’s Disk provides a per- 
fect answer. If you have board advantage, then 
not drawing cards isn’t a problem. If your oppo- 
nent has board advantage, the Disk clears away 
your opponent’s forces and gives you back your 
draw phase. Plus, if you don’t draw Necropo- 
tence, the Disk is a great “reset button.” 


& &Ostracize should 
ela another 
isruption weapon 
for future Necro decks. 


Nevinyrral’s Disk is so common in Necro that 
decks without it earned the name “Suicide 
Necro,” because you can get stuck with no cards 
and no draw phase. However, Suicide Necro 
decks have a few more creatures or other spells. 
Plus, many players facing Necro will sideboard 
against Disks. Keeping your deck artifact-free 
can leave your opponent with unplayable cards. 

The rest of a basic Necro deck consists of crea- 
ture removal and life gain. The original Necro 
used Ivory Tower and Zuran Orb, both of which 
were restricted. Today, most players use Drain 
Life (generally four) as their only life-gaining 
card. Drain Life combines creature removal, life 
gain, and a game-finisher in one handy package. 
Brush with Death isn’t as flexible, but some play- 
ers consider buyback worth the trade. 

Diabolic Edict is the most popular black anti- 
creature spell for Standard. Old standbys like 
Enfeeblement and Terror are strong, but have 
problems against white weenie’s numerous pro- 
tection from black creatures. 

Hand destruction also became a staple of 
Necro. Against combo decks like Prosperous 
Bloom, speedy damage and hand destruction are 
Necro’s roads to victory. In these versions, you use 
only about a dozen creatures. Four Hymns to 
Tourach were almost mandatory before the card 
was banned in Standard. In Extended, they are 
still universal. 

For Standard, Coercion was the next best 
thing. When the Urzas Saga set rotated in, 
Necro gained a new weapon: Duress. Duress 


costs only one mana versus 
Coercion’s three, so you can play it 
on turn one and pull a key card 
opponent 
counter it. However, Duress is 


before your can 
limited because it can only make 
your opponent discard a non- 
creature, nonland card, which 
means that sometimes the only 
benefit you'll get from it is see- 
ing your opponent's hand. 
Urzas Legacy adds Ostracize, 
the creature counterpart to 
Duress, which should provide 
another disruption weapon for 
future Necro decks. 

| Finish the deck with 18-24 
lands, mostly basic swamps. 
Some Necro decks include a 
second color and the requisite 
multicolor lands. Deckbuilders 
usually add red for a few Incin- 
erates (or Lightning Bolts in 
Extended) or blue for Lobot- 
omy or a touch of countermagic. 
If you. play. upwards of 24 lands, 
you can add specialty lands. 
Four Wastelands are common. 
In Extended, you can add 
Mishra’s Factories and Lake of 
the Dead. 

In fact, one popular Extended 
Necro variant, called “Lake 
Drain,” uses Drain Life as its 
primary game-winner, with four 
Lakes of the Dead and four 
Dark Rituals providing the 
mana to makes this possible. 
These decks don't have nearly as 
many few run 
entirely creatureless. Demonic 
Consultation (usually four) pro- 
vides library-searching to find 
Drain Life. Yawemoth’s Will 
from the Urzas Saga card set 
this strategy 
stronger. Play it, and Drain Lifes 


creatures—a 


makes even 
and Dark Rituals in your grave- 
yard can be reused. 


PLAYING THE DECK 

Playing Necro requires a willing- 
ness to take risks. Each extra card 
you draw is bought with life, 


bringing you that much closer to 
losing. Necropotence trades your 
future for immediate gains—the 
trademark of black magic. 

Against a fast damage deck, 
play Necro like a weenie deck. 
Get your creatures out quickly 
and try to overrun your oppo- 
nent unless you expect a mass 
destruction spell. Play Necropo- 
tence early and fill your hand up. If 
you have surplus lands, you can 
even overfill your hand, then 
play instants during your discard 
phase before discarding those 
extra lands. 

Keep track of your opponent's 
damage potential—especially if 
he or she has direct damage or 
creatures you cant block. In 
some games, you can play it safe 
and keep your life total above 
your opponent's maximum 
damage. In others, you may 
have to gamble and bring your- 
self within range of a couple of 
direct damage spells. If you don’t 
draw Necropotence until 
midgame, think carefully about 
whether it’s worth playing. If 
you cant risk drawing more 
than a few cards, you're probably 
better off without it. 

Against a control or combo 
deck, using Necropotence is far 
less risky. These decks generally 
have very few ways of dealing 
damage. In many cases they 
don't deal any damage until the 
game is completely locked or 
the combo goes off. 
Against these decks, you can 
freely fill your hand and play as 
aggressively as possible. Time is 
on their side; your goal is to give 
them as little as possible, so use 
hand disruption to remove key 


until 


cards for your opponents’ hands 
and play your game. # 


As official keeper of Magic rules 
BethMo could be considered the 
“Mother of Rules,” if not the 
Mother of Runes. 


SAMPLE DECKS 


THE OLD... 


Using one of the 


original Necro — 
decks, Graham. 
‘Tatomer took — 
first place in the 
Juniors division 

of Pro Tour- 

New York, 1996. 
oe EELS 


4 Dark Ritual 

3 Demonic 
Consultation 

4 Hymn to Tourach 

4 Hypnotic Specter 

4 Icequake _ 

3 Necropotence 

4 Order of the Eb 


| Feldon’s Can 
_4 Fountain of Yout! 


| Ihsan’s Shade © 


1 Nevinyrral’s Disk 


2 Paralyze 
2 Serrated Arrows 
2 Walking Wall 


MIDDLE... 


The “Black Sum-_ 
mer” of 1996 was 


in full swing at 


| the World Cham- 


pionships, where 
Mark Justice 


almost went all 
the way with this 


Necro deck, but 


| fell to Tom 
_Chanpheng in 


1 Zuran Orb 


| 2 Perish 
4 Pyroblast 


I City of Brass — 
| Lava Tubes 
3 Mishra’s Factory 


| 4 Strip Mine 


4 Sulfurous Springs 

10 Swamp 

| Contagion — 

2 Demonic 
Consultation 

4 Dystopia 

2 Infernal 

Darkness. 

2 Pyroblast 


_| Red 
_ Elemental 


P..AND 
THE NEW 
| André Kon- i 


 stanczer played 


this Extended. 
black/red Suicide 
Necro into the 
quarterfinals at 
Pro Tour-Rome, 
1228. 


3 Contagion 

4 Dark Ritual 

3 Demonic 
Consultation 


2 Dread of Night — 
2 Meltdown — 


| Spinning Darkness — 


Card selection, 
creativity, 
mana ratios, 


and the metagame are all 


key elements of deck devel- 


‘opment. But one critical 
factor that is seldom 
discussed from a strategic 


point of view is the team. 


Imost immediately after it went 

online, Magic players realized 

the Dojo would have a stunning 

effect on competition. “Net- 

working” became the buzzword. 
Yet networking existed before the Dojo—in 
teams—and, even with the rise of the Internet 
as a Magic resource, teams still provide crucial 
advantages in deck construction. 


MEMBERSHIP HAS ITS BENEFITS 

A team is far more than a fancy title or 
amie T-shirts. A team is a group of play- 
to work together and sup- 


port each other, wit the goal of improving 
everyone’s skills a iscovering the best 
decks and strategies. 
tages to being on a tea 
vides a pool of players. 
opportunities for playtlesting and practice 
than you would get if left to the mercy of the 
local tournament and comic-bookstore scene. 

Regular playtesting wjth a diverse group of 
people exposes you 4 different strategies, 
ideas, and viewpoints. Furthermore, actively 


ere are many advan- 
. First, a team pro- 
This means more 


Gestalt at its finest! 


In most cases a team 1s much greater 


exchanging ideas within a group often gener- 
ates ideas that are far more creative than any- 
thing one person could have come up with. 
There is nothing mystical here—people just 
learn rapidly from each other and build on 

each other’s ideas when they work toward a 
common goal. You might be able to 
approximate this kind of group 
dynamic through email or cha- 


trooms, but face-to-face. 


than the sum of its parts. 
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Pooling Your Resources 


Building a Successful Team Takes Time 


BY ERIC TAM 


interaction tends to be more efficient. Finally, 
a team encourages players to pool their mate- 
rial resources, such as cards and transporta- 
tion, which makes practicing and competing 
more convenient. 


CAN’T WE ALL JUST GET ALONG? 

There are right and wrong ways to build and 
maintain a good team. Here are some tactics 
that can help make your team more fun and 
more productive. 

Keep an open mind. One main advantage 
of working on a team is exposure to concepts 
different from yours, so don’t immediately dis- 
miss ideas because you disagree with them. 
Before you ignore or object to a suggestion, 
try to understand its foundation. Also, avoid 
the temptation to convince teammates that 
your ideas are “right.” There is a fine line 
between justifying your ideas and becoming 
adversarial, and you don’t want to cross this 
line. Finally, never insult your teammates or 
their ideas: criticism is fine, but your criticism 
wont have greater impact if you make some- 
one feel lousy. 

Be professional. Avoid becoming emo- 
tional or egotistical when dealing with other 
team members. Some tournament Magic 
players are very competitive. This competi- 
tiveness is useful in a tournament setting, but 
should be strictly controlled during playtest- 
ing. I have been at playtesting sessions where 
teammates actually cheated while playing 
against each another. While this behavior was 

somewhat amusing to 
me (in a sick sort of 


electricity 
in the 
air. 


Meadowlands Exposition Center 
Secaucus, New Jersey 


Things are about to heat up in New York. The Pro Tour is 
coming to town along with many giants of the Magic: 
The Gathering? playing circuit. Don't miss a move as they 
battle for some of the biggest bucks in the Big Apple. 
Your favorite Magic” artists will also be on hand 
to meet fans and sign cards. And if playtime is what 
you want, there's plenty of it here: side events are 
open to all. So get to Pro Tour-New York. 


And get charged. 


Call (800) 324-6496 or visit 


<www.wizards.com/Prolour>. 
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HOO! mciworipcom 


way), it was not at all helpful to either my 
team’s unity or to our chances of building 
winning decks. 

Be a team. You are all members of a 
team working toward a common purpose, 
so try to act the part. Cheer for your 
teammates, applaud their victories, con- 
sole them in their defeats, and give them 
an appropriate amount of psychological 
and material support. You don’t have to be 
friends with all your teammates (although it 
makes working together more enjoyable), 
but you must treat teammates as well as 
you would treat daily coworkers. Plus, all 
the nasty political stuff that undermines 
office environments (backbiting, sniping, 


& “(hack political stuff 
ce pf sniping, 

playing favorites) j3< 

1S destructive toa 
team and should 

be stamped out.3 3 


playing one person against another, or 
playing favorites) is destructive to a team 
and should be stamped out. 

Personality conflicts are less likely to 
occur if everyone has similar expectations 
and puts an effort into understanding and 
communicating with one another. If two 
teammates stand each other 
because of an unusual history or event, 
then it may be best to give the two people 
involved a choice between solving the 
problem and leaving the team. 


cannot 


COMMUNICATION AND COMMITMENT 

Ideally, your team should meet to play and 
discuss strategy at least once or twice a 
week. Schedules and distance may make it 
hard for a large group to meet regularly, so 
shape your team to include a reasonable 
number of players who are available at 
similar times and live close together. 
However, if you feel you need some play- 
ers who live far away or who work a 
strange schedule, encourage those players 
to contribute via email or telephone. But 
it is important for everyone to actually 
practice together. If only a couple of play- 
ers playtest or discuss strategy, there’s not 
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much more to your team than the name. 

Maintaining an adequate level of com- 
munication and practice requires organi- 
zation (mainly lots of telephoning), 
discipline, and commitment from every 
member. If you are not prepared to at least 
make an effort to show up at playtest ses- 
sions or to provide rides once in a while, 
you don't belong on a team. 

Good communication is more than just 
frequent communication: it is also about 
talking clearly and honestly. Be open 
about your expectations and feelings with 
other 
creates more dissension and antagonism 
in a group than almost any other cause. 


teammates. Miscommunication 


Finally, be very careful to discuss all 
financial commitments beforehand. For 
example, if you are driving up to a tourna- 
ment and expect gas money, or want your 
team to split prize money, make sure you 
discuss this with everyone before the day 
of the tournament. 


GOALS AND EXPECTATIONS 
While it isn’t necessary for everyone on 
your team to have the same level of ability, 
the core of your team should have similar 
expectations about what you are trying to 
achieve, and how much work and commit- 
ment these goals will require. Your team 
could be a handful of casual players look- 
ing to have some fun and get to the store 
more easily on Saturday morning. Or you 
could have a group of die-hard competi- 
tors aiming to make the Top 8 in the next 
Pro ‘Tour event. Either way, it’s important 
that everyone recognizes and agrees with 
the team’s short- and long-term goals. 
Every player must also be clearly aware 
of his or her expected minimum commit- 
ment to the team, so that no one shoul- 
ders too much of the group’s burden. You 
wont all have the same skills, but the team 


will run more smoothly if each member 
feels that all the others are working to the 
best of their abilities toward the team’s 
ultimate goals. There is nothing more 
frustrating than feeling you are working 
much harder than everyone else on your 
team, and then later realizing that your 
teammates’ expectations were completely 
different from yours. 


ORGANIZED RECORDS 
Another big advantage of a team is that 
you can gather a lot more data than you 
could playtesting by yourself. You gain a 
slew of players to test your decks against, 
so you can see how well a new deck per- 
forms through a huge number of games. 

To take full advantage of this boon, 
make sure you keep accurate, written 
records of decklists, match and game 
results, dates, and which players played a 
certain deck. Dates are important because 
they help you keep track of a deck’s differ- 
ent versions as well as its match results. 
This enables you to keep tabs on the suc- 
cess rate of different versions of the same 
deck. Knowing which players played 
which decks against you means you can 
check whether player skill or play style 
skewed the results. 

If someone on your team can maintain 
a database, you will find this to be an 
extremely effective tool for gauging a 
deck’s development, as 
strengths, weaknesses, and relative power 
in the environment. Computer databases 
can easily track all the data listed above as 
well as perform statistical analyses that 


well as its 


compare match results against deck types, 
player skill levels, and many other factors. 


THE SKY IS THE LIMIT 

A team shouldn’t limit your networking 
options; rather, it should strengthen 
them. Except for rare times when infor- 
mation security becomes a concern, your 
membership on a team won't bar you 
from exchanging ideas with players not 
on the team. Teams aren't created to 
exclude others, but to focus and combine 
the talents of a group of players to reach a 
goal that none of them might have 
attained alone. ¢ 


Eric Tam definitely rises above the rank and 
file of Magic players. 
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“Deck to Rochester Draft, 

~ limited formats have 

: become increasingly 

: ‘popular and competitive. 
In this new column, Brian 
| Hacker—one of the most 
. ‘colorful players on the Pro 


“Tour—puts pen to paper to 


“ie 


Hacker’s Rules 


Five Rules for Building Killer Decks in Sealed Play 


h man! I got a Catastrophe!” 
“Really? No way, check it 
out, my deck had Pestilence, 
Drifting Djinn, Worship, 

and a Crater Hellion!” 

“Mine was just average. A bunch of flyers 
and two Congregates. Nothing special.” 
How many times have you witnessed this 


4, 


scene after the deck-construction portion of a 
Sealed Deck tournament? You waltz out to 
show off your goods, and the two buddies you 
carpooled with reveal what they got and talk 
about how they got lucky or gypped. Listening 
to one of these powwows would make you 
think Sealed Deck is all luck. Not so. 

Sealed Deck is a format of skill where, 90 to 
95 percent of the time, better deckbuilders have 
a major advantage over their opponents. It isn’t 


Removal is vital to Sealed 
Mee ix...so you should play 


no matter what.J¥ 


Rochester Draft, but Sealed Deck is still a good 
test of skill. This first installment of “Limited 
Resources” will give you some tips to improve 
your sealed play, both at small tournaments and at 
Qualifiers where the Limited Swiss portion is 
usually Urza’s Saga Sealed (one tournament 
pack and two booster packs). 


lot of Rath Cycle Limited (Zem- 
, and Exodus), you may be a little 
putting slow control cards, like 
ongregate, into your sealed deck. 
You remember all too well the Maniacal 
Rage-Soltari Foot Soldier beating. Where 
Rath Cycle games usually began with a shadow 
creature and ended with a Lightning Blast, 
Urza’s Saga begins with an Acridian and ends 
with a Pestilence. But cards like Congregate, 
Veiled Serpent, and most of the “growing” 
enchantments (Vile Requiem, Midsummer 
1) are solid in the slower Urza environ- 
t. The “sleeping” enchantments are good 
‘or the same reason. If you play the ones with 


the easiest activators (spells and creatures), then 
they should all activate. 

Also, try to give yourself as many avenues to 
victory as possible. If your Winding Wurm is 
being stopped by an Unworthy Dead, wait for 
your Ravenous Skirge. If that isn’t tough 
enough, wait for an Embrace to go “into the 
air.” Countermagic is more useful than it was in 
Rath Cycle for the same reason. When the 
game stalls out, almost every counterspell is 
golden, including Annul. 


spells that cost 
re that cost four 
mana, youre probably playing black with a lot 
of Skirges. You'll also find yourself with consis- 
tently good third turns, but your second and 
fourth turns will be severely lacking. 

Don't fall into this trap. Avoid decks that 


I 


Build control into your 
Urza’s Saga sealed deck. 


II 
Make your mana curve 
akin to that of a slow, 
constructed deck. 


Play with no more than 
four cards and three lands 
in your third color. 


: sae 
Build your deck by laying out 
creatures and noncreatures. 


Use your sideboard! 
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play like the movie Groundhog Day, where you are doomed to 
the same blasé opening game after game. Make sure your spells 
(especially creatures) are fairly evenly spread among cards with 
casting costs of two to five mana. Your removal spells can all be 
similar in cost because removal is vital to Sealed Deck. Removal 
spells are usually in short supply, so you should play them no 
matter what. 

Due to the need for casting-cost flexibility, cards that nor- 
mally seem weak—like Curfew—are often playable. One-mana 
control spells like Annul, Healing Salve, and even Shower of 
Sparks can effectively keep the game under control because they 
are versatile and cheap. 


# OF CaRDS 


# OF CarRDs 


RNIN POW FRPMOWN Pun JermenNhoun 


# oF CaRDS 


ds in each color, but 
for the colors you 
y a third color unless 
itd color, avoid creating 
simply doesn’t work, 
best three-color land 


ial nea You'll often 


have a cycling lad to hg 

By playing fewer cards (three or less is best) in your third 
color, you will have a major advantage over players who just take 
the best cards from three colors and play them. Often, just by 
playing simple spells—even if they are weaker than your oppo- 
nent’s cards—you can win. If you use a good mana curve and 
don’t overextend your color base, you'll be able to play your spells 
while your opponents will have cards like Rewind, Jagged 
Lightning, and Pestilence stuck in their hands. 

I also strongly advise playing all your cycling lands in the col- 
ors you choose. The extra versatility is well worth it. I like the 
cycling lands so much that if I need a 16th or 17th land in a two- 
color deck, I will often play a cycling land from another color. 
Having cycling cards in your third color is great when possible, 
because if that land keeps appearing when you don’t need it, you 
can purge yourself of the card and dig deeper into your deck. 


SEPARATE ik co 


creature/noncreature in yor 
two stacks of cards for every color. 

Put any totally useless car he “cheerleader pile”) back in 
the box. After you do this, you should have one color that is 
pretty obviously not primary color material. (Remember, you 
need about eight solid spells in each primary color.) Take out all the 
cards from that color except those suitable for a splash—usually 
versatile spells that have only a single colored mana in their cast- 
ing cost. Next, take a look at your piles and start making deci- 
sions about colors and quantities. 

Once you decide you don’t want to play a color as one of your 
primary colors, strip it down to the three or four best cards with a 


Ul ewes Thus, you'll have 


single colored mana in their casting cost. Your goal here is to 


weigh the power of a card against how often you are likely to be 
able to cast it. Getting the mana right is often more important 
than just loading all the good spells on the same ship and hop- 
ing it doesn’t sink. 


nat you have left. You frequently can 


benefit by changi splash color (and sometimes even your 
primary colors) aft 

Tonce built a de 
but with six plains and a Drifting Meadow in the sideboard. 


This allowed me to change my primary colors after the first 


first game. 
ith no white cards in the starting lineup 


game of one match and get my Disciple of Law and Rune of 
Protection: Red into the game, which caused my opponent 
huge problems! As in basketball, a good bench player may actu- 
ally see more playing time than a starter, given the right 
matchups. 


PRACTICE, PRACTICE, PRACTICE 
I hope you get a chance to try out these rules and that they help 
you. Building strong decks in Sealed play is a skill that takes 
time and a lot of practice to develop. One good drill is to rebuild 
your friends’ decks after a tournament to see if you would have 
made the same decisions and to explore different possibilities. 
Also try to get someone else (especially a better player) to 
rebuild your deck. Often a building deficiency is obvious to 
someone else though invisible to you. Humble yourself and ask 
for help. Your friends are the best resource you have. Good luck 
and have fun. & 


Known for his wild hair color, which often changes from one event to the 
next, Brian Hacker’ consistently excellent play on the Pro Tour has 
made him a valuable resource to Magic and the Duelist. 
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AG oping sit) | ; 
fe cheurns cea a added blue fo 


F) Sandscow! 


y) N bout six months ago Bill Rose, the head of 

= Magic R&D, asked me to start a new in-house 
at 1 [cague. The league would be composed of R&D 
members plus other good, in-house Magic players. This new 
league would use the Standard format, but not with the cards 
from the current environment. Rather, we would use cards 
from a future environment—about eight months into the 
future, to be precise. 

The purpose of this league is to help us design cards today 
that would correct any imbalances in the environment of 
tomorrow. Many players don’t realize just how far into the 
future Magic products are designed and developed. As I 
write this article, we are just finishing up 1999’s large set 
(codenamed Archimedes). The two small expansions to fol- 
low Archimedes (for February and June of 2000, tentatively) 
have been designed and the first of those is already in devel- 
opment. Preliminary design work has even begun on the 
large expansion due out in fall of 2000! 

Thus, although we can design cards to nudge the Standard 
environment, it often takes a long time for that nudge to take 
effect. In many ways, the speed cards of the Tempest card set 
were a direct response to the sluggishness of the Thawing 
Glaciers—Kjeldoran Outpost decks that dominated the pre- 
Tempest environment. With the “Future League,” we were 
able to play tomorrow's Standard tournaments today, giving 
our “nudges” much less lag time. 

So, to give you a peek into the future as seen through the 
lens of our Future League, I would like to share with you 
four decks that performed quite well during league play and 
highlight the Urza’s Legacy cards that helped these decks 


dominate our micro-metagame. 


red weenie deck with blue and 
white backup cards 2 
Viashino Sandsc 
Fanatic, Ball Lightning, Misealcula 
Disenchant — 
Bill’s deck won the fir: 
ments. He started with | 
(small red creatu 


asOuT TS unaftect 
SICKNESS: 


enchi 


WIZARDS R&D 
IN-HOUSE LEAGUE 
EXAMINES THE 
STATE OF STANDARD — 
TOURNAMENTS IN THE ; 


POST-URZA’S LEGACY 
ENVIRONMENT 


BY HENRY STERN 
ILLUSTRATION EY ‘ 
MARK ZUG 


— nT 


great strategic advantage. The key Urzas 
Legacy cards from Bill’s deck included: 


Basically a smaller version of Viashino 
Sandstalker from the Visions set, at 2/1 for 
just 1 @, Sandscouts were often very sur- 
prising. One of Bill’s favorite tactics was to _ 
play a Sandscout when he had a lone © 
Mogg Flunkies on the table, thus 

the Flunkies to attack when Bi 

nent least expected it. 


A cycling version 


Miscalculat 


When Ce arare Cannot attack 
from plag tM is Put into a graveyard 
dana rn ard 


Cessation to owner's 


THREE COLOn 
SLiGcm 


(Cie 419) 

3 Ball Lightning 

1 Lightning Dragon 
4 Mogg Fanatic 

4 Mogg Flunkies " 

3 Raging Goblin 

1 Viashino Cutthroat 
3 Viashino Sandscout 


Godly gacy provided quite a ey Gu on a3 
4 Disenchant E deck oS ‘These included: 

2 Exhaustion ‘ ens 

1 Fling 

4 Incinerate 

4 Kindle 

4 Miscalculation lance, bt : when you com- 


Sgn (22) t wi ‘rath of God, its 
3 Adarkar Wastes : 
4 City of Brass 
15 Mountain 


OLD SCHOOL 
CONTROL 


ZZ 


4 Counterspe! 

3 Dismiss 

2 Forbid 

4 Miscalculation 


GAD 


4 Catalog a 
4 Whispers of the Muse 


Baad Crdtihe 


3 Cessation 
2 Disenchant 
2 Purify 
3 Wrath of God ial 
: ‘graveyard to make 
Living Death a os proposition: 
on the mext turn, 


arkar W: ' o) | Technically possible i in a Saga-only 
9 Island ee spe a play, this deck truly comes to life when 


3 Plains on _ you add in the good cycling creatures 
1 Reflecting Pool Sf | from Urza's Legacy. 

3 Remote Isle | too ma ; EN and 

3 Stalking Stones i a 
a Tthl lees Laovslande are both 2/2 creatures—with protection 


*Wacisland 7 3 , i from black and eee ce cost 


Suttdowld 2 For example, pose my Classic control Gee 1/ 1 flyer that costs 
3 Bottle Gnomes oo G 


1 Disenchant a 
1 a ai’s a Aatine otfe 1 would almost never play 


1 Grindstone one of m Serras with only five mana in play. ea ‘Monty perform ¢ a neat trick once 
1 Purify vould wait ur ae cast it and 7 a with this deck. He had five mana available 
ee Sune Loy and wanted £0 play Living Death, but he 


Angels asthe only ey unta two lands when it comes _ | 


3 Sea Sprite ; 2 
> Wistcland had only source of black mana—-a 


1 Wrath of God — Lal OR ing ¢ : oS thy I However, he ee - 


8 untapping the Mire aa keep: 
ing that one black mana floating: He 
now had four untapped lands a and coul 


cast Living Death. 

In addition to the cycling creatures — 
mentioned above, the “Mr. Pithers” 
deck sideboards another Legacy card 
very effectively: Defense Grid. This 
artifact is potent against countermagic 
decks because it makes a Counterspell 
cost five mana total. Defense Grid is 
especially good because, at 2, it comes 
out quickly and can be put into a deck 
of any color. 


REEFOLK "GEDD® 
SIGNER: MIKE ELLio 


THE DAIS ereen/white big 
creature-Armageddon deck 
Mother of Runes, Simian 
Grunts, Weather eed Treefo 
Armageddon 

Mike's deck is 


pale i: ae to ) Asmageddon, 
of these decks use white’s good 
manent spells like Disenchant 


set has quite a few creatures that work 
well in this type of deck. 
SIMIAN GRUNTS The flavor 
text says it all: “These monkeys mean 
business.” At 3/4 for 2 ® and playable 
as an instant, Simian Grunts is quite 
possibly the best echo creature made to 
date. Their strength lies in surprise (like 
the surprised look on your opponent's 


face when he or she attacks with a Jackal 


Pup only to have the Pup ambushed by 
your Grunts). Also, because you can pay 
the initial cost at the end of your oppo- 
nents turn, the echo cost is often much 
less of a burden. 
WEATHERSCEa 

TREEFOLK A 5/ 3, creature with 


or Wrath of God. [he Urzas Legacy card 


ae Also, their ‘ oe shi 7 ans 
you don't have to worry about playing _ 


cards like Wrath of God, which might 


_ otherwise be out of theme for the deck. 
MOTHER OF RUNES It didn't 


take our league long to catch onto the 


streneth of “mommy.” A 1/1 creature for _ 


#* is okay, but it’s Mother’s ability to giv 
Obay, y tos 


any creature protection from a color for a 


turn that makes it so strong. This ability 
is equally strong on offense and defense. 
Offensively, you can use Mother's ability. 
to make your best creature unblockable 


by your opponent's creatures. Defensively, 


ou Can use it to counter any spell _ 
m that might target one of © 


your creatures. In addition, 


formed well i in our 
Future League. Mark 
Rosewater used Ghitu 
Slinger very effectively 
in his Recurring 
Nightmare deck and 
Jessica Lawson proved 
that white weenie is still a 
force to be reckoned with. 


about the league, and I am very pleased 
with how well the Urzas Legacy cards 
have performed. Now that the future 
is here, will these decks win real tour- 
naments? Who knows! But if your 
opponent puts out a Fluctuator on 
turn two, get nervous! 


Overall, I must say I was enthusiastic 


| Lures 


MR. PITHER’S 


2. Cloud of Faeries 
4 Darkwatch Elves 
3 Poon of Law 


3lasted Landscape 
rifting Meadow 
4 Polluted Mire 
4 Remote Isle 
4 Slippery Karst 
4 Smoldering Crater 


2 Boil 

2 Clear 

2 Cloud of Faeries 
4 Defense Grid 

1 Disciple of Grace 
1 Disciple of Law 
2 Repopulate 

1 Scrap 


TREEFOLE 
*GEDDON 


(Mbewr 

4 Armageddon 

3 Humble 

4 Mother of Runes 


Cin (24) 
TCitanul Centaurs 
1 Cradle Guard 
2 Elvish Lyrist 
2 Hurricane 
4 Llanowar Elves 
2 Priest of Titania 
3 River Boa 
2 Spike Feeder 
1 Uktabi Orangutan 
2 Wall of Blossoms 
4 Weatherseed Treefolk 


Me UGtacle a) 


4 Cursed Scroll 


4 Brushland 

11 Forest 

2 Gaea’s Cradle 
4 Plains 
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4 PIECE BY PIECE, URZA’S LEGACY TAKES Ei 
_ Urza Planeswalker has his work cut out for him: To save Dominaria and: avenge his brothers death, he 
must defeat the Phyrexian 1 invasion. Nothing is easy, however, not even fora planeswalker. Urza will 


have to return to the scenes of his greatest failures—to set things right—before he can pus the | 


| alliances and the machinery he needs to eons his goal. 


—SCHOOL HARD— | 
oe The Tolarian Academy is still time and the Phyrexian sleepe 
; reeling from the catastrophic trapped in his own bubble of fast time. 
effects of Urza's time experi- dangerous, the situation on n Tolatia is stable 


ments. Nigh-impenetrable enough for 
bubbles oftem- —_Urza, Karn, 
poral distortion and Jhoira to 
become prisons __ strike out for 
tofriendand _ the Thran mana 
foe alike: Teferi rig to continue ~ 
is helplessly developing the 
mired in slow Legacy. - 


—auTHORiTYy FIGURE s— 


At the mana rig, Jhoira discovers the local goblins’ 


students eecal he 


secret: sections of the rig were specifically designed rig’s larger purpose: to. 


with cigs in mind. Once Urza brokers a peace create massive Thran 


between the goblins and the powerstones. Back on 

_ viashino—and promises rich — Tolaria, Kerrick makes 
rewards—both tribes work ‘ the most of his exile to 

| under his guidance to fast time by producing 


_ produce large quantities generation after 
_of Thran metal. t it e generation of ever more dangerous 
Meanwhile, Jhoira and 


the other Tolarian 


Phyrexian monsters to kdl Urza and 


“MARK TEDIN 


conquer Tolaria. 


—BEAUTIFUL BUT DANGEROUS— 


With the discovery that he can create working powerstones, Urza has a break- 
through: He can combine much of what he has learned in Shiv and Tolaria into 


a huge, integrated weapon to defeat the Phyrexians once and for all. 


i 
BY SCOTT MCGOUGH, DANEEN MCDERMOTT, AND JESS LEBOW 


MARK TEDIN: 
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forest several millennia ago. 


 —FAIL THIS EXAM AND YOu-RE DEAD— 


As Urza and Yavimaya try to come toan understanding, to remove the Phyrexian threat 


Kerrick’s program of forced evolution finally. allows Lis from the island. With the 
-time bubble and 
Tolaria. After a 


_ Tolaria secure, Urza charges 


Weatherlight complete and 


_ nightmarish followers to escape the fa 


. bloody war fought oe the Academy with completing 
i with brute force, arti- . ‘the rest of the artifacts he’s 


‘| fice, magic,andthe designed as part of his 
power of Gaea herself, Legacy. Urzathen 
Urza, Multani, and - mounts a mission to 
the Academy manage _ paradise lost. 


—AN GELS FALL— 


In Serra’s realm, Urza is again of i its residents as possible 


haunted by his past actions. before the realm’s imminent 


Serra has abandoned her plane. _ collapse. Hovering near com- 


The corrosive taint of the plete insanity, Radiant rallies 


Phyrexians who followed Urza her forces, refusing to abandon 


MICHAEL SUTFIN 


there after his first visit was too her home, and another pitched 


much for her to bear. The Realm has fallen from grace battle ensues. As the conflict 
and is now under the control of Radiant, a powerful rages and the realm collapses 
archangel who is extremely hostile toward Urza. To * around them, Urza holds off the | 
make matters worse, Phyrexia has insinuated itself into rogue archangel long enough for ; 
Radiant’s confidence, and the already unbalanced the Weatherlight to rescue the inno- —— 
archangel now unwittingly serves Phyrexia’s agenda. cent from this doomed plane. Hundreds of Serra’s : 

Urza, Barrin, and a contingent of Academy tutors people are rescued, but Radiant and her core of fanatics 


sail the Weatherlight to Serra’s realm to rescue as many _ die with their homeland. 


The Weatherlight is now fully functional, the mechanical pieces of the Legacy are nearly ready, and the 
mages of Tolaria turn their attention toward creating one final, all-important piece of the puzzle. 


To be continued... 
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: 


i 


iracola 
a 


ine 


‘Anthroplasm comes into play with two v 
+1/+1 counters on it. a 
c, 6: Remove all +1/+1 counters from | 
| Anthroplasm and put X +1/+1 counte 
onit. 


is 't a. 
never metamorphosis I didn’t lik 


| The greatest gift is the opportuniry 


Second Chance 


During your upkeep, if you ha 
life or less, sactifice Second Chance 
and take an extra tum after this one. 


0 
right one’s wrongs. 


___ Bus. Jeff Laubenstein 


cling 2 Cae 2, and discard this 
card from your hand to draw a card, Play de 
__ ability as an instant) 
sea 


- Opportunity 
Instant. 
Target player draws four cards. 


_ “He cocooned himself alone in fis wonatop a 
for months. When he finally em roed, all broad 


_gtins and excited chatter, | 
fis answer” Barri 
‘lus. Ron Spears 


The third green card in our Top 10 (who says green sucks?), 
Simian Grunts crashes into number six as an instant “fattie.” 
This 3/4 creature (with echo) only costs three 


___ Two days after the forge was wp fe 


: o es fands. 
Good riddance. 


1 
Flying 


oe ‘Thornwind Faeries deals 1 damage to tar- 
get creature or player. 
Guarding the ship is the Thornwinds: first con- 


Flying, projection from red 


faeries were immune to its flames: 


___ illus. Hazeltine 


‘BloatedToad 
_ Summon Toad — 


2/2 : 
Protection from blue 
Cycling 2 (You may pay 2 and discard this 


_ tard from your hand to draw a card. Fay this 


ability as an instant.) 
ius. Una Fricker (97/143 
Crop Rotation —s_y C. 
instant c 
At the time you play Crop Rotation, sacrifice a 
land. 

Search your library for a land card and put 
that land into play. Shuffle your library after- 
ward. 

“Hmm ,.. maybe lotuses this year.” 
Mus. DiTerlizzi 98/143 
Darkwatch Elves 22 
Summon Elves U 
2/2 


tals resist? 
Mus. John Avon 


four all enehantments 40 2 ow 


libraries. 
When the etemal Slars a can mere 


109/143 


‘Hidden Gibbons 


Enchantment 
When one of your opponents Gees 
casts an instant or interrupt spell, if Hi 
Gibbons is an enchaniment, Hidden Gibbo! 
becomes a 4l4 creature that counts as an 

Ape. 

When these apes want something, itsamat 
ter of gibbon lake. 
illus. Una Fricker 


Lone Wolf : o. 
Summon Wolf : Ui 
212 : ' 


You may have Lone Wott deal combat enue 


to defending player instead Of to a 


blocking if, 


A wolf without a pack is gies a survivor or a 
brute. 


Iilus. Una Fricker 105/143 


Collapse early as a threat to keep your 


to trigger the Collapse. 


mana, and you can play the 
Grunts any time you can play 


opponent from playing more than three 
creatures, then play your own creature 


“roars 


Darwin Kastle’s long-awaited Duelist 

Invitational card weighs in at num- 

ber four. The first of two “187” echo 

creatures in the list, Avalanche 

Riders destroys a /and upon entry 

and can attack the turn it comes 

into play. Sure to be a staple in the 

post-Legacy Recurring Survival decks, Avalanche 
Riders also sports Darwin's face in the art. 


an instant—say, right before 
declaring blockers. 


The second “sleeping” sorcery 
on our list, Planar Collapse is a 
1 Wrath of God, Better suit- 
ed to multicolor decks than 


y al 
"hose creatures cannot be { 
d this turn, 


Palinchron 

_ Summon Nt usion 
Ab 

_ Flying 
When palrcien & comes into olay, aap up to. 
seven lands. 

2 ¢ ¢: Retin Palinch 

__ illus. Matthew Wi 


cern. Getting along with the locals ranks fourth 
or fifth at best. 
ius. Rebecca Guay 44/143 
2¢ 
Xu 


: hour ary fran atic ca and pat 
into play. ae your library after- 


ee artificer 
45/143 


Wrath, you can also play 


Protection from black 

Cycling 2 (You may pay 2 and discard this 
card from your hand to draw a card. Play this 
ability as an instant) 


tus. Hazeltine 99/143 


Defense of the Heart : 3 
Enchantment BR 
During your upkeep, if one of your opponents 


controls three or more creatures, sacrifice 


Defense of the Heart, search your library for 
up to two creature cards. and pul those crea-__ 


tures into play, Shuffle your library afterward. 
tus. Rebecca Guay 


Deranged Hermit 1a. 
Summon Elf Rg 
4A 


Echo (During your next ike after ths i 


manent comes under your control, pay) is 
casting cost or sacrifice it) 


When Deranged Hermit comes into play, put 


_ four Squirrel tokens into play. Treat these 
tokens as 1/1 green creatures. = 
Al Squirrels Get ie. 


011 


_ fius. Ron Spencer 


100/143 


instant 

Target creature gets +7/+7 until end of tun ‘ 
Suddenly, she couldn't see the ey for the 
trees. ' 
“406/143 ' 


‘Multani, Maro-Sorcerer __ ie 
Summon le . 


Multani, ae eee has power and : 
toughness each equal to the total nu ‘ber ue 
cards in all players’ hands. 
Multani cannot be the target 
ities. 


“To make peace with the forest 
withme” 


ius. Daren Bader 


Mus. Scott v Fischer 109/143 
Hancce : ce 
_ Enchant Creature € 
_ Enchanted creature gains +2/+0 and trample. 
When Rancor is pul inte a graveyard from 
play, return Rancor to owners hand. 
Hatred outlives the hateful, 


(us. Kev Walker 110/143 
Repopulate is 
Instant c 


Shuffle all creature cards from target player's 
graveyard into that players library. 

Cycling 2 (You may pay 2. and discard this 
card from your hand to draw a card. Play this 
ability as an instant.) 


ius, Una Fricker 111/143 
Silk Net a 
Instant ¢ 


Target creature gets +1/+1 and can block 
creatures with flying until end of turn. 
Someiines it’s possible to pull a meal out of 
thin air 


illus. Rob Alexander 112/143 
Simian Grunts 2 
Summon a : ¢ 


3/4 


Echo (uring your next upkeep alter this per- 
manent comes under your control, pay its 
casting cost or sacrifice it.) 

You may play Simian Grunts any time you 
could play an instant, 

These monkeys mean business. 


{ilus. Pete Venters t13/143 
Treefolk Mystic 3 
Summon Treefolk c 


2/4 
Whenever a creature blocks or is blocked by 
‘Treefolk Mystic, destroy all enchantments on that 
creature, 

Urza's wards fell from him like autumn leaves 
as he entered the dreaming grove. He awoke 
imprisoned ip living wood, 
tilus. Diferlizzi 


114/143 


Weatherseed Elf cS 
Summon Elf c 
a 
>: Jarget creature gains forestwalk until end 
of turn. @f defending player controls a forest, 
this creature is unblockable.) 
My grandmother once told mé the future of 


inside the Weatherseed. When | : 


was Font 


Weathersecd Treefolk 


16a 


2eee 


$ Add one white mana to your mana pool 


You may play Defender of Chaos any t 


Summon Treefolk a= R 1: Forbidding Waichtower becomes a 1/5 could play an instant. 
5/3 : : : __ white creature until end of turn. This Cee Some knights will not follow orders—only 
Trample still counts as a land. disorder. 
When Weatherseed Treefolk is put intoagrave- ‘NUS. Mark Brill 140/ 43 illus. Carl Critchiow : 75/143 
yard from play, return Weatherseed Treefolk to ; / 
owner's hand. se Encampment : Ghitu Fire-Eater 26 
H Summon Nomad U : 
Bie Heat eee T1643 Ghitu Encampment comes into play tapped. Dp 
Wing Snare Oo Ce ‘>, Sacrifice Ghitu Fire-Eater: Ghitu Fire-Eater 
Sorcery u Le: Ghitu Encampment becomes a 2/1 ted = deals damage equal to its power to target 
Destroy target creature with flying. creature with first strike until end of turn. This creature or player. 
ee creature stil counts as a land, iby aie coles Wi vib which meats 
: 5 : tus. Hazeltine 141/443 ‘one use.” 
Yavimaya will net share that fate.” ee ee 
——Muliani, maro-sorcerer Spawning Pool : iota, 
tilus. Henry Vani Der Linde 117/143 rae : u ius. Melissa A. Benson 76/143 
Spawning Pool comes into play tapped. Ghitu Slinger Be 
Yavimaya Granger Os &; Add one black mana to your mana pool. See We C 
Summon Elf c 1 ®: Spawning Pool becomes a 1/1 black 3/2 
ale creature with “2: Regenerate this creature” 


Echo (During your next upkeep after this per- 
casting cost or sacrifice it.) 

When Yavimaya Granger comes into play, you 
may search your fibrary for a basic land card 


your library afterward. 


Illus. Henry Van Der Linde 118/143 $: Add one green mana to your mana poal, Te 
1 ®: Treetop Village becomes a 3/3 green s 

Yavimaya Scion 1. creature with trample until end of turn. This Ghitu War Cry 2° 

Summon Treefolk € creature still counts as a land. Enchantment U 

4/4 lilus. Anthony S. Waters 143/143 ©: Target creature gets he until end of 


Protection from artifacts 


Most anticontrol cards cost too 
much to cast, giving your opponent 
time to find counterspells. Defense 
Grid costs only 2, so yeu can slap 
it down on turn two (turn one with 
a Lotus Petal). With Defense Grid in 
play, your opponent will have to get 
to four mana just to play Intervene. 
Just watch out for Disenchant. 


What can we say? Nekrataal is back, and it flies! Bone 
Shredder is a “187” creature with echo that destroys a 
nonblack, nonartifact creature when it enters play. 
Recurring Survival players will drool over this card as 


Each time the saw blade bit, the tree spat it out. 


(lus. Difertizzi 419/143 - 
About Face s Goblin Medics 
Yavimaya Wurm tom Instant C oe Goblins 
Summon Wurm c Switch target creature's power and toughness : “ : 
ue until end of turn. Effects that alter the crea- ee 


Trample 
When the gorilla playfully grabbed the wurms 
tail, the wurm doubled back and playfully ate 


the gorillas head, ius. Melissa A. Benson 73/143 

ius. Melissa A. Benson 120/143 . : 
Avalanche Riders an at ena . 
Summon Nomads U no so 


2/2 


Faerie Conclave 
Land 
Faerie Conclave comes into play tapped. 
«Add one blue mana to your mana pool. 


| ¢: Faerie Conclave becomes a 2/1 blue sickness. : {ilus. Scott M. Fischer g043 
creature with flying until end of turn. This When Avalanche Riders comes into play, 
creature still counts as a land. destroy target land. Granite Grip 


ilus. Val Mayerik 439/143 


Forbidding Watchtower 


until end of turn. This creature still counts as a 
manent comes under your control, pay its land. 
Iilus. Rob Alexander 


Treetop Village 
and put that land into play tapped. Shuffle Land 
Treetop Village comes into play tapped. 


ture's power alter its toughness instead, and 
vice versa, this turn, 
The overconfident are the most vulnerable. 


Echo (During your next upkeep after this per- 
U manent comes under your control, pay its 

casting cost or sacrifice it) 

Avalanche Riders is unaffected by summoning 


Illus. Edward P. Beard, Jr. 


_ Defender of Chaos 28 
Land Summon Knight : : Cc 
_ Forbidding Watchtower comes into play an 


fapped oe 


Echo (During your next pe after this per- 
manent comes under your control, pay Its 
casting cost or sacrifice It.) 

When Ghitu Slinger comes into play, it deals 2 
damage to target creature or player. 

uU if you survive a slinger attack, the singer 
wished you to live. 
illus. Melissa A. Benson 


142/143 


turn. 


they lost Nekralaal when the Mirage 
block rotated out. 


How do you top the return of 
Nekrataal? With the return of icy 
Manipulator, of course. Ring of Gix 
works just like icy but costs one 
fewer mana to play. Ring of Gix 

is an echo card, so you have te 
pay that 3 twice, but you can 
cast and use it on the same 

turn for the same cost as cast- 
ing an ley Manipulator. Echo 
is a small price to pay for a 
new Icy. 


Echo (D, 


ering you 
this perm 6 NOUR ne 


anent comes yy 


xt uph 

nder 

Sasting cost oy Sacrifice 

a ae 

4p target ar; tifact, creature. 
ie) 


{lus. Douglas Shuler 


deals 1 damage to target creature or player. 
“First, do some harm.” 


—Oaih of Goblins 
79/143 


iilus. Jeff Laubenstein 


WA 
: Exchange target artifact a player contrals 
for target artifact card in that players grave- 
yard. 

“| wrecked your metal guy, boss. But look! | 
made you an ashtray.” 


26 
Enchant Creature oo 
_ Enchanted creature gets +1/+0 for each 
_ fountain you control. 
_ There's beauty in the desert—but is be. a 
View it from afar. 
_jilus. Mike Raabe 


14/143 


AN 


mo 
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WHITE é 


Angelic Curator 
Blessed Reversal 
Burst of Energy 
Cessation 
Defender of Law 
Devout Harpist 
Erase 

Expendable Troops 
Hope and Glory 


«$0 10/143 — Iron Will 


a) 


] 
J} 
J 
a 
} 
i 
ol 
J 
| 
a 
| 


11/143 


20/143 
21/143 
22/143 
23/143 


4. 24/143 


DHKOUUODOCOODU OOOO 


{] 


29/143 
26/143 
27/143 


1 28/143 
1 29/143 


30/143 


J 31/143 


32/143 
33/143 
34/143 
35/143 
36/143 
87/143 
38/143 
39/143 
40/143 
41/143 
421143 
43/143 
44/143 
45/143 


| 46/143 


47/143 
48/143 


49/143 


 §0/143 
| 91/143 


52/143 
53/143 


J 94/143 
| 99/143 
| 96/143 
J 57/143. 
(58/143 
] 69/143 
-| 60/143 
1 61/143 
| 62/143 © 
| 63/143 
J 64/143 


Karmic Guide 
Knighthood 
Martyr’s Cause 
Mother of Runes 
Opal Avenger 

Opal Champion 
Peace and Quiet 
Planar Collapse 
Purify 

Radiant, Archangel 
Radiant’s Dragoons 
Radiant’s Judgment 


Summon Spirit 
nstant 

nstant 

Enchant Creature 
Summon Knight 
Summon Townsfolk 
Instant 

Summon Soldiers 
nstant 

instant 

Summon Spirit 
Enchantment 
Enchantment 
Summon Cleric 
Enchantment 
Enchantment 
Instant 
Enchantment 
Sorcery 

Summon Legend 
Summon Soldiers 
Instant 


Sustainer of the Realm Summon Angel 


Tragic Poet 


Summon Townsfolk 


Hi! sonal inte Stn Te EN 


Anthroplasm 
Archivist 

Aura Flux 
Bouncing Beebles 
Cloud of Faeries 


Summon Shapeshifter 


Summon Wizard 
Enchantment 
Summon Beebles 
Summon Faeties 


Delusions of Mediocrity Enchantment 


Fleeting Image 
Frantic Search 
Intervene 

King Crab 
Levitation 
Miscalculation 
Opportunity 
Palinchron 
Raven Familiar 
Rebuild 
Second Chance 
Slow Motion 
Snap 


*“Thornwind Faeries 


Tinker 
Vigilant Drake 
Walking Sponge 


Summon Illusion 
Instant 

Interrupt 
Summon Crab 
Enchantment 
Interrupt 

Instant 

Summon Illusion 
Summon Bird 
Instant 
Enchantment 
Enchant Creature 
Instant 

Summon Faeries 
Sorcery 
Summon Drake 
Summon Sponge 


Weatherseed Faeries Summon Faeries 


Bone Shredder 
Brink of Madness 
Engineered Plague 
Eviscerator 

Fog of Gnats 
Giant Cockroach 
Lurking Skirge 

No Mercy 
Ostracize 


Phyrexian Broodlings 


Phyrexian Debaser 
Phyrexian Defiler 


“Summon Minion 


Enchantment 
Enchantment 
Summon Horror 
Summon Insects 
Summon Insect 
Enchantment 
Enchantment 
Sorcery 
Summon Minions 
Summon Carrier 
Summon Carrier 


Phyrexian Denouncer Summon Carrier 
Phyrexian Plaguelord Summon Carrier 
Phyrexian Reclamation Enchantment 


Plague Beetle 
Rank and File 
Sick and Tired 
Sleeper’s Guile 
Subversion 


Summon Insect 


_ Summon Zombies 
_ Instant . 
_ Enchant Creature 


Summon Imp 
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Mark Zug 
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Ron Spears 
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Scott M. Fischer 
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Edward P. Beard, Jr. 
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Mark Zug 

John Avon 
Michael Sutfin 
Pete Venters 
Greg Staples 
Greg Staples 
Quinton Hoover 


Ron Spencer 
Pete Venters 
John Avon 

Jeff Miracola 
Melissa A. Benson 
Jeff Laubenstein 
Scott M. Fischer 
Jeff Miracola 
Heather Hudson 
Daniel Gelon 
Heather Hudson 
Jeff Laubenstein 
Ron Spears 
Matthew Wilson 
Edward P. Beard, Jr. 
L.A. Williams 
Mark Tedin 

Todd Lockwood 
Mike Raabe 
Rebecca Guay 
Mike Raabe 
Greg Staples 
Ron Spencer 
Hazeltine 


Ron Spencer 


_ Donato Giancola 


Michael Sutfin 


Michael Suttin 


Jeff Miracola 
Heather Hudson 
Daren Bader 
Mark Tedin 
Chippy 

Daren Bader 
Mark Tedin 
DiTerlizzi 

Brian Snoddy 
Kev Walker 

tk post 

Tom Fleming 
Donato Giancola 
Val Mayerik 
Daren Bader 
Rob Alexander 


_ Daren Bader 
Brian Snoddy 
Carl Critchlow 

Hazeltine 
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Ghitu War Cry 


Goblin Medics 
Goblin Welder 
Granite Grip 
Impending Disaster 
Last-Ditch Effort 
Lava Axe 

Molten Hydra 
Parch 

Pygmy Pyrosaur 
Pyromancy 
Rack and Ruin 
Rivalry 

Shivan Phoenix 
Sluggishness 


_ Viashino Bey 


120/143 


| 121/143 


122/143 
123/143 


CO 124/148 
425/143 


126/143 
127/143 
128/143 
129/143 
130/143 
131/143 
132/143 
133/143 
184/143 
185/143 
136/143 


J 187/143 


_ Viashino Cutthroat 


retic 


Bloated foad 
Crop Rotation 
Darkwatch Elves 


Defense of the Heart 


Deranged Hermit 
Gang of Elk 


Summon Noma 
— Enchantment — 


Summon Goblins 
Summon Goblin 
Enchant Creature 
Enchantment 
Instant 

Sorcery 
Summon Hydra 
Instant 

Summon Lizard 
Enchantment 
Instant 
Enchantment 
Summon Phoenix 
Enchant Creature 


_ Summon Viashino 
Summon Viashino — 
_ Summon Viashi 


ishino 


Summon Toad 
Instant 
Summon Elves 
Enchantment 
Summon Elf 
Summon Beasts 


Harmonic Convergence Instant 


Hidden Gibbons 
Lone Wolf 
Might of Oaks 


Enchantment 
Summon Wolf 
Instant 


Multani, Maro-Sorcerer Summon Legend 


Multani’s Acolyte 
Multani’s Presence 
Rancor 
Repopulate 

Silk Net 

Simian Grunts 
Treefolk Mystic 
Weatherseed Elf 


Weatherseed Treefolk 


Wing Snare 
Yavimaya Granger 
Yavimaya Scion 
Yavimaya Wurm 


as 


Angel's Trumpet 


Beast of Burden 
Crawlspace 
Damping Engine 
Defense Grid 

Grim Monolith 

Iron Maiden 
Jhoira’s Toolbox 
Memory Jar 
Quicksilver Amulet 
Ring of Gix 
Scrapheap 

Thran Lens 

Thran War Machine 
Thran Weaponry 
Ticking Gnomes 
Urza’s Blueprints 


Summon Elf 
Enchantment 
Enchant Creature 
Instant 

Instant 

Summon Apes 
Summon Treefolk 
Summon Elf 
Summon Treefolk 
Sorcery 

Summon Elf 
Summon Treefolk 
Summon Wurm 


Artifact 
Artifact Creature 
Artifact 
Artifact 
Artifact 
Artifact 
Artifact 
Artifact Creature 
Artifact 
Artifact 
Artifact 
Artifact 

Artifact 

Artifact Creature 
Artifact 
Artifact Creature 
Artifact 
Artifact 


THE DUELIST 


"Melissa A. Benson 


Douglas Shuler 


JeffLaubenstein | 


Scott M. Fischer. 
Mike Raabe 
Pete Venters 
Dan Frazier 
Brian Snoddy 
Greg Staples 
Ron Spencer 
Dan Frazier 
Quinton Hoover 
Donato Giancola 
Brian Snoddy 
Daren Bader 
Pete Venters 
Bradley Williams 
Edward P. Beard, 
Douglas Shuler 
scott M. Fischer 


Una Fricker 
Dilerlizzi 
Hazeltine 
Rebecca Guay 
Kev Walker 
Una Fricker 
John Avon 
Una Fricker 
Una Fricker 
Ron Spencer 
Daren Bader 


Edward P Beard, J. 


Scott M. Fischer 
Kev Walker 

Una Fricker 

Rob Alexander 

Pete Venters 
Dilerlizzi 

Heather Hudson 
Heather Hudson 
Henry Van Der Linde 
Henry Van Der Linde 
DiTerlizzi 

elissa A. Benson 


Kev Walker 


Ron Spears 
Douglas Shuler 

rk post 

Mark Tedin 

Chippy 

Tom Wanerstrand 
Mike Raabe 
Donato Giancola 
Douglas Shuler 
Mark Tedin 

Bradley Williams 
L.A. Williams 

Pete Venters 
Anthony S. Waters 
Henry Van Der Linde 
Tom Wanerstrand 
Henry Van Der Lind 


fal Mayerik 
Mark Ball 
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shoulders above the rest. 


Electronic Games 


Best Action 
Game 


Tf action has a name, it must be Lara 
Croft. The obvious frontrunner in this 
category, Tomb Raider I edged out 
powerhouse shooter Quake II by just 
five votes. Lara Croft remains quite the 
multimedia superstar— Tomb Raider III 
is already a hit and a Tomb Raider film 
is in the works. Quake I]’s solid showing 
indicates a lot of stamina for Activision's 
deathmatch franchise. Watch for the 
multiplayer-only Quake II] later this 
year. Unreal, Q2’s newer, more colorful 
cousin, debuted with a lot of hullabaloo 
and fanfare, but still ran a distant third. 
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And now, ladies and gentlemen, let’s pry open the tops of your heads and scoop 
out the gooey, informative, surprising thoughts inside, shall we? 


THE 199 
Okay, technically this should be called 
“The Late 97 and Most of 98 Duelist Readers’ Poll,” since there were still a 
couple of months left to go when we posed these opinion-seeking questions 
to all of you last year. Hey, it’s an imperfect world. Whatever the case, the 
results show that Duelist readers have strong, strong opinions. When you folks 


like something, you really like something. There were only a couple of true horse 
races here—for the most part, the big winner in each category stood head and 


Y 


No one genre dominated electronic gaming, although Blizzard 5 megabit StarCraft 
was a two-time winner. Meanwhile, daring adventurers and debonair spies carried 


the day alongside PlayStation favorites and a visually stunning bestseller. 


Best 
Strategy Game 


For reasons yet unknown to science, 
Duelist readers can’t get enough of three 
things: the effervescent humor of Mark 
“Mark” Rosewater, the smooth taste of 
bacon and gravy, and Blizzard’s StarCraft. 
If the strategy category were a disputed 
planet in a turbulent interstellar war, Star- 
Craft would have eradicated all opposi- 
tion and begun to pick out lawn furniture 
and napkin patterns. A couple of worthy 
runner-up titles—the highly regarded 
Myth: The Fallen Lords and the faithful 
remake Dune 2000—ate StarCraft’s dust 
at second and third, respectively. 


Best Roleplaying 
Game 


In a surprising upset, the PlayStation 
“port” title Final Fantasy VI ran away 
with this category. The adventures of 
Cloud and company, which many critics 
thought were “too console,” were still a 
smash hit with y’all. No doubt you're 
already feasting on the new PlayStation 
release, Final Fantasy VIII, and waiting 
impatiently for the all-CGI Final Fantasy 


movie. The latest 


releases from two 
venerable RPG 
lines, Might & 
Magic VI and 

Ultima Online, 
were nearly 
left at the 


gate. 


/ Riven, the second installment of the Myst series, slid elegantly into 
first in the adventure competition. The moody and effective Blade 
Runner ran second, while Curse 
of Monkey Island intrigued 
enough of you to take third. 
Everybody loves monkeys, or at 

least they dang well better. 


Best Online 
Game 


Familiar faces populate the online game category. Eight-hundred-pound gorilla 
StarCraft dominates here too—but Quake II is nipping at the real-time 


strategy behemoth’s heels, followed by Ultima Online (personally, I 
think the name gave it an edge). Look for StarCraft to maintain 

dominance, especially with the new Brood War expansion pack 
burning up the shelves. 


became the first real first-person shooter hit for the Nintendo 64. 


Best of all, you could play mano-a-mano deathmatch levels! At 
: second were the zombies of Resident Evil 2, staggering and 


clomping along right behind the dashing Agent Bond. Franchise 
offshoot Final Fantasy Tactics made a strong third-place showing. 


Trading Card Games 


Bajorans, Cardassians, crime lords, and great big 
robots led the non-Magic TCG categories. 


Best Non-Magic Expansion 


Jabba’ Palace, which covered the first third of Return of the Jedi 
for Decipher’s Star Wars CCG, proved immune to Jedi 
Mind Tricks and easily squashed all comers. For more 
in the continuing TCG adventures of Luke Skywalker, 
check out the Light and Dark starter packs in Special 
Edition and prepare to gun down ewoks on Endor, due 
any day now. Legend of the Five Rings: The Hidden 

Emperor came in at a strong but distant second, while 

Star Trek: First Contact assimilated third place. 


Best Non-Magic TCG 


1c Coe 


Star Trek: Deep Space Nine, Decipher’s dou- 
ble-sized, standalone release, marked a new 
entry point into the venerable Star 
Trek TCG. Keep your eyes on the 
wormhole for the follow-up expan- 
sion, The Dominion. Of course, 
Deadlands: Doomtown aims to head 
the Bajorans off at that wormhole, 
riding up behind at a respectable 
second place. In a surprise tie for 
third were two more Five Rings 
games: Rage: Across Las Vegas and 
Dune: Eye of the Storm. 


Best-Lookin 


11C LC TL! AA 


WV 


g Non-Magic TCG 


q 


he slick screen captures and deft CGI imaging of the 
Star Wars CCG narrowly took this category. Dark Mech 

candidate BattleTech: Commander's Edition offered stiff com- 
petition at second. Not far behind, the denizens of Gomorra 


musta looked mighty purty to some of ya varmints—third 


place went to Deadlands: Doomtown. 


Tempest swept you away to a happy Magic place, although you were 
glad to see the portal hit the crew of the Weatherlight on the butt on 
their way out of Rath. 3 

The nitty-gritty: You get your facts straight from Wizards or the Magic 


When it came to Magic online, the official Wizards of the 
Coast website (www.wizards.com) was the favorite of most 
readers (honest!). Frank Kusumoto’s Magic Dojo (www.the 
dojo.com), the metagame-shaking news and decklist website 
that’s become required 
reading for the serious 
| duelist, rode Wizards’ 
| bumper at a close sec- 
| ond. Trailing behind 
| these jolly giants by 
nearly 60 percent was 
Mindripper (www. 
| mindripper.com). 


Yo tees Ohio Sore Gares Dens the Ieee 
es Dems & Freebies Leagues &Sovcnaments SY 
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Op 25 Magic Combos of All Time 


FAA Dommct aaa Fie Pact Sealy 


auc the dest statistical 
fines), We even ahad tap en 
enced Mark 
my player Ata 

database progam) 
nd Tax & Library of Alexandria 

18 Card achvantage wthout 
brats, Laud Tex may well be : 
; cfber combos Tres Jou tig ea 


of Alea he ty 5) ane 
7 we ht ean en You can athe ie es YOU ou 


24. Lure & Thicket Basilisk 


F eee otf 2d akg you ata fe 
p enc crawang cad ee bn) aed. Consbined wath Library 
acs pe han 


fren pec wen eney ovat 
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Sao gear Gm 


| Best Magic Release 


m ani had 
isk which 


Duelist readers were sucked up like a Kansas heifer into the 

swirling winds of Tempest, the runaway favorite set of 1998. 
Exodus \anded at a far-off second place—were you all just as 
anxious to leave Rath as the crew of the Weatherlight? The 
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Dao, and you love that sweet, sweet buyback. 


bronze medal goes to the hens, roosters, and big, furry monsters 
of Unglued, the first Magic set intentionally aimed at bringing a 
sense of fun back to this sometimes over-competitive game. 


Best New Mechanic 

Smart card shoppers were nuts about getting a good return 
policy, and that’s why buyback outranked all others by more 
than three to one. Second and third place were divided by a 
single vote, allowing the hive-minded Slivers to edge out the 
sometimes controversial shadow. 


Best-Tasting Card 


It seemed every card had a fan in the flavor text 
category—in fact, it was one of the only true 


horse races in the whole competition. 
Everyone loves an undermogg, though, 
and in the end it was the enthusiastic 
last words of the doomed Mogg 
Fanatic that pinged into first. A 
mere three votes behind comes 
Hatred’s gruesome trash-talk- 
ing, then Aluren’s tag-team 
hip-hop stylin’. 


Terror 


artifact, nonblack 


chooses a card at ré } 
A) hand. If he or she chooses the 
med.card, Cursed Scroll deals 2 
e to target creature Or player. 


magi 


Favorite Rath Cycle 
Mlustrator 
You have to love the visceral—and evis- 
ceral—work of Ron Spencer, the man 
who was able to make a horde of angry 
squirrels the most terrifying image on an 
Unglued card. Mr. Spencer was the two- 
to-one Duelist readers’ favorite—in 
addition to cards like the Sliver Queen, 
Terror, and Vhati z/-Dal, his take on 
Crovax the Cursed graced Duelist #24. 
Second place goes to DiTerlizzi (Ver- 
dant Force, Null Brooch, Angelic Pro- 
tector), merely one vote ahead of Pete 
Venters, whose work also turns up all 
over Deadlands: Doomtown. 


Best Rath Cycle Card 


Cursed Scroll rolled to victory handily 
in this category—it’s creature removal, 
it’s direct damage, and it’s a fun “pick a 
card, any card” game-within-a-game. 
Distant second went to Recurring 
Nightmare, which gives graveyard crea- 
tures a new lease on life, and Lobotomy 
scooped out a roost at third. 


Best New Deck Type 


Many write-in voters missed the word 
“new” in this category title, so vote- 
counting was tricky (Sligh’s been 
around for a while now, folks). The 
Duelist readers’ 1998 deck of the year 
was the graveyard-recycling deck 
Recurring Survival, followed by Suicide 
Black (which nails your opponent right 
before it nails you), then Stupid Green 
(this reporter’s personal favorite Magic 
deck name of all time). 


The Duelist 


Aw, you shouldn't have, really... 


Best Duelist Feature 


Issue #29’s “The Art 


of Beatdown” hit - Ge 

home with Duelist ' : 

readers, garnering twice \W ‘sf = 
aoe ee : a SB 

as many votes as its near- \s ee 


est competition. This 
David Price article focused \4iiies 


: 
on playing aggressive decks Any oe 


like Sligh and Suicide Black. 
That same issue included the 
second Unglued preview, which 
addressed the compelling question: 
“What Do You Mean, No Monkeys?” 
Two votes back sits “Diary of a Dead- 
guy” from issue #31, which doesn’t have 


anything to do with monkeys. 


Best Duelist Cover 


The vote was stacked in favor of the 
sheepish Serra Angel (painted by Phil 
Foglio protégé Claymore J. Flapdoodle) 
adorning our special Ung/ued issue 
(#30). First runner-up is the mighty 
planeswalker himself, go-go power 
Urza, painted by Greg Staples for the 
cover of Duelist #31. Terese Nielsen’s 
brooding, heroic take on Gerrard of the 
Weatherlight (Duelist #28) navigated 
into third place, proving once again 
Nielsen’s uncanny ability to make any 


character compelling. 


Favorite Magic Artist of 
All Time 


It seems that darn near every talented 
Magic artist (as well as Mark Rosewa- 
ter) recieved a vote in this category, but 
ultimately this became a contest 
between two rampaging titans of the art 
world—Phil Foglio versus Ron Spencer! 
In the end, the work of Claymore J. 
Flapdoodle (which the judges inexplica- 
bly took for Foglio’s own) gave our 
“What’s New?” artist the edge and 
Spencer went down in a snarl of exposed 


muscle and straining tendons. # 


The Best of 1999? 


What will win you over in the year to come? 
We asked some gaming industry types what they 
planned to keep their eyes on in the months ahead. 


“Dark*Matter for Alternity will be the finest 
RPG campaign setting of the year, and a shoo- 
in for the Origins award.” 


— Wolfgang Baur, Dark*Matter designer 
and “Ringside” columnist 


_ “What I hope to see... 
1) Pikachufest 99. 2) InQues¢’s bank- 
_ ruptcy.” 


— Christopher Perkins, 


editor of Dungeon Adventures 


“T think a number of things will be 

very big next year. 1) I think J will be 
very big. 2) Cable modems and DSL connec- 
tions will be a hot commodity. Everyone will 
be biting the bullet and getting dedicated con- 
nections. 3) The Professional Gamer’s League 
will get unprecedented focus in the media. 4) 
California will fall into the Pacific. This will 
be a big thing. Collectable California sou- 
venirs will go through the roof. 5) Star Wars 
crap, of course, will be eyond big. Quality will 
be overlooked in the hysteria. 6) Internet team 
games will become more popular than ever, 
with Quake III, Half-Life (Team Fortress), 
Myth 2, StarSiege: Tribes, and other Internet- 
friendly games reaping the benefits. That’s my 
6¢ worth.” 


— Peter Whitley, Duelist deputy art director 


“Star Wars: A bajillion kids will become gamers 
after they see this movie. Gen Con ’99: Last 
year’s event was a great dress rehearsal for the 
spiffy new convention center, but this year is 
opening night for the biggest show in town. 
Alternity: The game those bajillion kids will be 
playing this summer.” 


— Dave Gross, Dragon Magazine editor 


“Biased or not, by far the one event I’m looking 
forward to is the release of Star Wars: Episode 
One. The potential for our related products will 
be limitless, and I can’t wait!” 


— Kendrick Summers, marketing manager, 
Decipher, Inc. 


“Episode One, both the movie and the card game.” 
— Jonathan Quesenberry, 


Decipher’s Red Leader 
and CCG media relations specialist 


“What I am most excited about are the Magic 
action figures that will finally see the light of 
day after years of wishing for them. With 
action figures in the stores, can the fabled 
Magic movie be far behind?” 

— Will McDermott, 


Duelist execiitive editor 


It might be, Will, it might be. But Id advise them to ~ 
release it after the Star Wars prequels. 
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a 
r,) se Lad . Prizes: ize" , 
r r “a plete sets of each Magi i 
b (4) Ultra-Pro© collector's binders, a two: 
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value of $4,500. 5 First Place Prizes: Five 
one (1) booster display box of each Magic® 


° 4 copies of every Magic® card printed for | | 
1999. Each prize has an estimated maximum 
one year nana an 
: 3 _ able. Winners will be sel byrand 
* Trip for 2 to Seattle — airfare and hotel 3 
¢ Exclusive tour of the Wizards of the Coast 
headquarter Ss tees x it 
i Of no tion or 
¢ Free admission to the October 1999 - Alfidavit By 


Prerelease Tournament at the 
Wizards of the Coast Game Center 


° $500 CASH 


Ultraepro 


= ae = = 


ic: : The Purzling 


BY: MARK ROSEWATER 


CARD HIGHLIGHTS 


Anthroplasm  @0e Molten Hydra Sluggishness  @@) ( 
‘Anthroplasm comes ac | | @@@: Puta n/a cee Enchanted creature During your upkeep, each 
play with two +1/+1 on Molten Hydra. — cannot block. = = ==—— of your opponents loses 1 
counters on it. @, Remove all +1/+1 When Sluggishness is put life. Gain 1 life for each 1 
®&@: Remove all +1/+1 _ counters from Molten Hydra: — into a graveyard from life lost this way. 


counters from Anthroplasm Molten Hydra deals 1 damage __ play, return Sluggishness 
and put X to target to owner’s 
+1/+1 coun- creature or hand. 
ters on it. player for each 


+1/+1 counter 
removed this 
way. 
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EVISCERATOR NO MERCY PHYREXIAN GIANT COCKROACH TETHERED SKIRGE ANGEL’S TRUMPET 
5/5 RECLAMATION 4/2 212 


NO ARTIFACTS IN GRAVEYARD 


SUBVERSION [4] 


ANTHROPLASM VIASHINO HERETIC MOLTEN HYDRA 
[2 COUNTERS] 2/2 1/3 [0 COUNTERS] 


2/2 1/1 


SHIVAN PHOENIX GOBLIN WELDER SCRAPHEAP RING OF GIX DELUSIONS OF SECOND CHANCE PYROMANCY 
3/4 tt [ECHO COST PAID] MEDIOCRITY 


LIBRARY 


ABOUT FACE GHITU SLINGER PEACE AND QUIET RACK AND RUIN PURIFY LAST-DITCH EFFORT 
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THE MOVIES 


A 1974 (&%*/:) A star-studded disaster movie set in Los Angeles. Cast: Charlton Heston, Ava 
Gardner, George Kennedy, Genevieve Bujold, Lorne Greene, Marjoe Gortner. Director: 
Mark Robson. Action [PG] 123 minutes. 


B 1983 (%«+1/) A scientist invents a device that can record people's memories and 
dreams. Cast: Christopher Walken, Natalie Wood, Louise Fletcher, Cliff Robertson. Director: 
Douglas Trumbull. Science Fiction [PG] 106 minutes. 


C 1983 (4% //) This fourth Dirty Harry adventure has Harry tracking a woman out for 
vengeance on the men who raped her and her sister. Cast: Clint Eastwood, Sondra Locke, 
Pat Hingle, Bradford Dillman. Director: Clint Eastwood. Crime [R] 117 minutes. 


D 1985 (**« *) Good special effects cannot save this faltering story about space vampires. 
Cast: Steve Railshack, Peter Firth, Frank Finlay, Mathilda May. Director: Tobe Hooper. 
Horror/Science Fiction [R] 106 minutes. 


E 1985 (+) An ex-teen prostitute turned law student solves the murder of her cop mentor in 
this lackluster sequel. Cast: Betsy Russell. Rory Calhoun, Susan Tyrrell, Ossie Davis. Director: 
Robert Vincent O'Neill. Action [R] 93 minutes. 


F 1986 (4% %//) A cop from Chicago chases his partner's killer to the bayou where he falls for 
awoman who “belongs” to the killer. Cast: Richard Gere, Kim Basinger, Jeroen Krabbe, George 
Dzundza. Director: Richard Pearce. Action [R] 106 minutes. 


G 1987, British (+ x //:) An excellent film detailing the effect that the WWII bombing of 
London had on a young schoolboy and his family. Cast: Sarah Miles, David Hayman, Derrick 
O'Connor, Sammi Davis, lan Bannen. Director: John Boorman. Comedy [PG-13] 118 minutes. 


THE CARDS 


A green creature that first appeared in the initial Portalset. = Hh 1987 (4 4) A brother and sister with a struggling Ceveland rock band attend to their sick — 


2 Ared card that, other than color, is an exact duplicate of a mother in this downbeat story. Cast: Michael J. Fox, Gena Rowlands, Joan Jett. Director: 
green card from the Legends expansion. Paul Schrader. Drama [PG-13] 107 minutes. 
3 A white instant that targets two cards. 1 1992 (4%) A womanizing marketing executive finds the tables turned when his new boss 


turns out to be an aggressive, sexy woman. Cast: Eddie Murphy, Halle Berry, Robin Givens, 
David Alan Grier, Grace Jones, Geoffrey Holder, Eartha Kitt, Melvin van Peebles. Director: 
5 Ablve instant that has both buyback and cycling versions Reginald Hudlin. Comedy [R] 118 minutes. 

(under different names). 


Ablack global enchantment that can kill black creatures. 


: 8 : J) 1995 (4% //:) A series of vignettes set in a cigar shop in Brooklyn. Cast: Harvey Keitel, 
6 Al abel that is sometimes sideboarded agains William Hurt, Harold Perrineau, Jr, Forest Whitaker, Stockard Channing, Ashley Judd. 
P : Director: Wayne Wang. Drama [R] 112 minutes. 
7 Ared “X" spell that appeared in Alpha as well as both Portal 


and Portal Second Age. K 1997 (4 //:) Subpar thriller involving a giant snake that terrorizes a documentary Le , 


crew on an Amazon expedition. Cast: Jennifer Lopez, Ice Cube, Jon Voight, Eric Stoltz, Kari 


8 Ablue instant in Fifth Edition. (There is some argument in Wuhrer, Owen Wilson. Director: Luis Llosa. Horror [PG-13] 89 minutes. 
R&D about whether this spell is a cantrip.) 


L 1998 (+ //) The earth is in peril when an asteroid the. ie o Texas heal tis 2 
Bruce Willis, Ben Affleck, Liv Tyler, Billy Bob Thorn Steve Buscemi, Wi Wil 
Michael iy ee im PG- I { 150 minutes. 


A white creature that appeared on the prerelease T- shirt for 
Tempest. 


antment that shuts down Suicide Black decks. 


— {f] yous Zt ‘[n] voppab 
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Step-by-step solutions to last 
month’s “Magic:The Puzzling” 


BY MARK ROSEWATER 


Magic Tricks 


[Published in Duelist # 


his is a straitjacket puzzle. The solution 1s 


need to avoid. You have to discard a card whenever you cast a spell (Oppression); 


you lose life whenever you cast a white spe 


whenever one of ‘your green creatures 1s put into your graveyard (Bereavement); all your 
lands tap for %@ (Contamination); and whenever a creature comes into play, you must sacri- 
fice a creature or land (Tainted Asther). Plus, you have to deal with damage from Sleeper 


Agent and Parasitic Bond as well as Lurking Evil, 


JEFF’S MAIN PHASE 
i. Tap Sleeper Agent and Citanul Hiero- 


to play Blanchwood Armor on Citanul 


Ph page ce Hierophants (now a 10/9 creature). 


convoluted because of all the hazards you : - 
} card. Discard Clear, Congregate, or 


il (Yawgmoth’s Edict); you discard a card 


to play Humble on Jeff’s Lurking Evil. 
Oppression forces you to discard a 
which will block any attacker card, but you have no cards in your 
Congregate, or Vernal Bloom life from you and gives it to Jeff. You 
(depending on what is remaining). are now at 1 life andJeff is at 9. 


phants toadd two greenmanatoyour  Hierophants is the largest creature you have 40. Attack with your 10/9 Hierophants. 


mana pool. without summoning sickness. Notice that the Jeff can block with his Humbled Lurk- 
/ Citanul Hierophants enables you to circum- cards you dont cast offset the discard require- ing Evil, but your trampling Hiero- 
vent Contamunation by tapping your crea- ments of Bereavement and Oppression. phants will trample through for 9 


tures for green mana. You tap Sleeper Agent 8. 
___ first because you plan to destroy tt. |. 
| 2. Use one green mana and sacrifi 
summer a dey three 3/ 


discard a cad Discard eith 
Congregate, or Vernal Blo 
You destroy Contamination becau 
i acleSS to green Mana, 
YOUR UPKEEP PHASE 
_ 4. Take 2 damage from Parasitic Bon 
| You are now at 2 life. 
| YOUR DRAW PHASE | 
5. Draw Gaea’s a 
YOUR MAIN PHASE _ 
‘ Dae one Ja four 


Use one greenandtwocolorlessmana = damage, defeating Jeff. 


[Published in Duelist #35, page 68] 


irst turn kills are fun—no doubt about it—but they can get pretty complicated. 
You will need a swamp, three Dark Rituals, Pox, Yawgmoth’s Wall, Shallow 
Grave, and Colossus of Sardia. 


1. Play the swamp. Tap it to add one black mana to your pool. 
2. Use one black mana to play Dark Ritual, adding three black mana to your pool. 
Use one black mana to play another Dark Ritual, giving you five black mana. 

3. Use three black mana to play Pox. Lose 7 life, sacrifice your swamp, and 
discard two cards (Colossus of Sardia and Shallow Grave). Bobbi loses 7 life, 
sacrifices her mountain and Goblin Lackey, and must discard two cards. 

You and Bobbi are both at 13 life. 

You played only two Dark Rituals before the Pox, so you have four cards in hand and 

have to discard two cards. This enables you to put Colossus of Sardia and Shallow Grave 
into your graveyard so you can play Shallow Grave (via Yawgmoth’s Will) on the 

Colossus later. You put Shallow Grave into your graveyard now because you plan to use 

Yawgmoth'’s Will to play Pox again. If Shallow Grave were still in your hand, the second 

Pox would force you to discard it and Yawgmoths Will would remove it from the game. 

4. Use one black mana to play the last Dark Ritual, giving you four black mana 
in your pool. 

5. Use one black and two colorless mana to play Yawgmoth’s Will. Remove 

ae s will from. ve oe You ny now playa cards in your ea 


Oppression forces you todiscardg == Ss 


Vernal Bloom (whichever is remaining). 
9. Use one white and one colorless mana 


hand. Also, Yawgmoth’s Edict drains 1 


car 
by Cory Herndon 


72 Reports on Trading Card 
Games ' : 


Five TCGs get a “Classic” facelift, 


74 Starting from Scratch, 
Double Slap and Poison Stinger 


Tips on constructing your own 
Pokemon decks! 


76 Ringside 


Here there be Dragons—the Dragan 
clan, that is. 


78 Getting (the Most) Out of 
_ Your Pine Box 


Sheriff Ed rustles up a posse of info on 
the new Deadlands release. 


80 Forcing the Issue 


Star Wars Operatives still suck 
(although not as badly). Here’s how to 
beat them. 


62 Second Chances 


Decipher builds a better Borg with 
_ Enhanced First Contact. 


88 Black Mesa Boogie 


Halt-Life exceeds our stalwart reviewer's 
expectations. 


84 Myth-ing in the Multitude 


Play Myth and Myth Il online without 
getting a satchel slay shoved up your 
derriere. 


82 HeadtoHead 


In this corner, Grim Fandango, In the 
other, John Saul’s Blackstone 
Chronicles. And there’s the bell! 


64 Drop the ‘Hammer 


Warhammer 40K: Chaos Gate hits the PC 
hard—tlike one of those really fast 
maglev trains—but will fans of the origi- 
nal be waiting at the station? 


Cory Herndon 1s.. 
Your PATHE i! 
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games 


The Sixth Edition of Magic: The Gathering has 
players abuzz. over the changes hitting the number 
one TCG. The designers have gone through the rules 
with a fine-toothed comb and removed all the chaff 
with this release (such as interrupts), making the 
game easier to learn, understand, and play. Clearer 
rules allow for logical, more precise strategies. 
Magic being the trendsetter that tt 1s, this will 
no doubt prompt many other TCG makers to per- 
form similar selective surgery on their own games 
(All right, maybe not, but dont ruin my premise, 
OK?). Journey with me now into the fantastical 
world of the future—one year from now.... 


Battletech 

This is really a minor change, but one that will 
have staggering repercussions for game editors 
everywhere—beginning July 1 “Mechs will be 
known as “Mechs.” Subtle, huh? 


Deadlands 

‘Those dudes are dropping like flies in Gomorra. 
Of course, they dont stay down long— 
before you know it, you're facing the 

harrowed version of the dude you |% | 
gutted in your last shootout. To sim- 

plify the situation, all normal, regular, 

living dudes will be eliminated. Oh, 

and they re also going to start allowing 

“four pair’ as a legal hand. 


Legend of the Five Rings 

There are too many Rings floating 
around these days, so the good folks 
at Five Rings plan to eliminate three. 


_ This will definitely make an enlight- 


enment victory that much easier. 

Which three Rings get cut will be 

decided in a worldwide tournament 
called Fling Those Rings. 4,358 stores 
in 63 countries on 5 continents will 
participate. 


Star Wars CCG 

Either the Light Side or the Dark 

side will be eliminated—whichever 

one the players feel has been granted 
too much of an advantage in the latest 
expansion, TROOPS (which will be 
based on events and images pulled 
from the popular parody video). 

Star Trek CCG 

It’s high time Decipher slimmed this 

one down. Say goodbye to Sirna 

Kolrami, K’mpec, Scotty, and any- 
thing that has an image of Riker. 


They'll be back eventually in the Exbanced Fat 
Guys packs, but not until the aforementioned 
Star Wars release makes it to stores. 


Vampire: The Eternal Strv 

In a bold move, the designers plan on removing 
every single card from the next release, Long In The 
Tooth, This should improve the game immensely. 


The preceding article was a work of fiction. 
Complete bull. Balderdash and poppycock. Please 
send angry letters to, ob, let's say SCRYE. 


Electronic Entertainment News 


WWW 
Valve L.L.C. should have just released the 
Team Fortress Classic level editor as a 
free add-on for Sierra Studios’ hot new 
shooter Half-Life (see review page 83). 
Team Fortress Classic is a direct port of 
the original Team Fortress developed 
for id Software's Quake. This new total 
conversion extension offers the same 
innovative gameplay, character classes, 
and mission variety that contributed to 
the enormous popularity of the original. 


WWW 

Connectix, the company that brought us 
the Macintosh RAM Doubler, now 
presents the Virtual Game Station. This 
amazing emulator allows Mac users who 
have top-of-the-line G3s to actually play 
games off of Sony PlayStation CDs. Sony 
has yet to issue an official statement, 
which makes it sound like they may not 
approve. Mac gamers can read all about it 


at WWW.V1 irtualgan 1estation.com. 


VVV 


So, did you just go out and drop a chunk 
of change on a souped-up 400 MHz 
machine? Strap on your seat belts—it 
looks like things will be speeding up again. 
Intel reportedly plans to announce the 

Pentium III soon, which will launch at 


speeds of 450 MHz or higher. 


STAR WARS CCG 

(Decipher, Norfolk, VA) 

This March the Star Wars 
CCG will finally debut what 
may turn out to be the most 
controversial cards | ever 
released—the hated Ewoks— 
in the Endor expansion. Expect 
new mains, new objectives, and 
some nifty new Scout Walkers. 
Next summer we'll see Death 
Star IT, and if that set doesnt 
at least include Emperor 
Palpatine, I'll catch, cook, and 
eat a cockroach. Decipher also 
promises “lots of little releases” 
this year along the lines of the 
Enhanced Premiere Packs. Much 
later in 1999 Decipher will 
debut a separate standalone 
game based on Episode One: The 
Phantom Menace. 
CCGCustomerService @ decipher.com 
www.decipher.com 


b5 @eternity.com 


Card Game News 


For more information, contact the email address or website provided with each entry. 


_ BABYLON 5 (Precedence, Tempe, AZ) 

_ BS players are now immersed in The Great War. 
_ Also available now is the Masterpiece Collection, a 
twelve-card set (suggested retail: $79.95) that 
‘comes packed with an exclusive Shadow action 
figure. Look for cards based in big “wham” 
moments from the series—Valen, Emperor 


ri, Thirdspace, and more. March ’99 will fall 


under the shadow of the Psi Corps. This 150-card 
_ set features the Psi Corps faction (led by an all- 


1ew, all-bastard Alfred Bester) and Rogue 


paths. Precedence plans to include a contest, 


et the Best of Bester,” that would make Willy 


Wonka proud. 5 “golden certificates” will be 


included in the expansion, one for each faction. 


Every certificate will earn a prize appropriate for 


that faction, such as autographed photos, scripts, 


and Masterpiece Collection cards. This summer, 


check out War Without End—a non-collectable 


card game where you play as the Vorlons or the 
_ Shadows. Even later in '99 expect release of the 
_Crusade expansion, based on the new spinoff series. 
Watch for the Drakh to debut as a faction. Early 


2000 will mark our entry into The Third Age 
expansion, focusing on B5’s fifth season. 
Www.eternity.com 
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STAR TREK CCG (Decipher) 

Get those Enhanced First Contact 
packs while you can—Decipher's 
Jonathan Quesenberry tells us 
that the company itself has run 
out! You should have a little easi- 
er time finding 7Ze Dominion, a 
late January release. Look for no 
less that four premium cards in 
this set (a la the Defiant in Deep 
Space Nine). Now you can play 
Seven of Nine (keep yer pants on, 
she’s the “still Borgified” version); 
Admiral Riker (All Good 
Things...”); a Klingon-affiliated 
Worf, Son of Mogh; and no less 
than Captain Kirk himself (via 
the DS9 episode “Trials and 
Tribble-ations”). April will bring 
the release of the tentatively titled 
Blaze of Glory, the expansion for- 
merly known as “the long-awaited 
battle expansion.” Watch for the 
first new side deck) since (0. 
Continuum to be an augment to 
ship battles. As might be expected 
in this warlike atmosphere, the 
personnel and ships will primarily 
be drawn from the Klingon, 
Romulan, and Dominion affilia- 
tions. Looking ahead, we should 
see many smaller releases (such as 
the Second Anthology) along with | 
the Ferengi-themed Rules of | 
Acquisition expansion this fall. 
(CGCustomerService @ decipher.com 
www.decipher.com 


MIDDLE-EARTH: THE WJZARDS 

(Iron Crown Enterprises, Charlottesville, VA) 

The Balrog is now on shelves in the form of two starter packs. 

You heard me—no boosters whatsoever. I.C.E. plans to use this 

format, which lets people jump into the game with all the 

resources they need, in the revised version of the game that 

they're working on right now. This game is tentatively called 
_ The Lord of the Rings Expandable Card Game (or LORE 

TCG) and will be semi-compatible with the original Middle- 

earth. Rules and cards ae had virtually the same 


_Inside the 


Industry ~~ 


Pokeno 
Strateg 


by Michael Mikaelian 


ouble Sla 
Poiso 


Suffering from Pokémania? 
, Youve got your starter deck. You've picked 
up all four preconstructed decks. You even 
saved up your allowance and bought a few 
booster packs. Now you're asking yourself, 
Y “What am I going to do with all these cards?” 
That’s easy—build your own Pokémon decks! 
Page 16 of the Pokémon rulebook has some 
guidelines and suggestions for building your own 
deck, but those will just be the tip of the iceberg. 


Sneaky Underhanded Tricks 


So: what’s the easiest way to knock out six of your 
opponent’s Pokémon before he or she can knock 
out six of yours? You can use tough Pokémon that 
are hard to KO or Pokémon with fierce attacks 
that deal a lot of damage. Another option is to use 
Pokémon with special abilities. Sleep, confusion, 
and paralysis can be more powerful than plain old 
damage. They make it harder—or impossible—for 
an opponent’s Pokémon to attack and retreat. If 
your opponent can’t attack, how can he or she win? 
While most attacks cause damage just once, poi- 
son attacks keep dealing damage, even after your 
Pokémon is KO'd. Against smaller Pokémon, poi- 
son can be devastating. Attacks that can poison 
usually deal 10 to 20 damage in addition to 
giving the defending Pokémon a “poison 
counter.” Then, at the end of each turn, the 
poisoned Pokémon takes another 10 
damage. If your opponent 
wants to get rid of the poison 
counter, he or she has to retreat. 
If you can prevent the retreat, 
the poison will eventually 
knock the Pokémon out. 
When combined with poi- 
son, sleep, confusion and paraly- 
sis are more than an annoyance 


| 


Michael Mikaelian 
admits that most 
Pokémon taste like 
chicken, especially 
Pidgey. 


Starting Fro 


N 


Tips on How to Construct Your Winning Pokémon Deck 


cratch, 
D anc 
Stinger 


for your opponents. Now they have a poisoned 
Pokémon that may not be able to retreat or attack! 
If their Pokémon can’t recover, it will be KO’d. To 
make matters worse, Energy Removal makes it 
harder for your opponent’s Pokémon to attack and 
retreat. While your opponent is struggling to keep 
his or her Pokémon from being KOd, you can 
afford to retreat your active Pokémon and attack 
with your best Pokémon from the bench. 


Those Who Can't, Teach 


Choosing your Trainers is just as important as 
choosing your Pokémon. Many of them are good, 
but some are better than others. Though most 
decks contain defensive cards like Potion, Super 
Potion, and Defender, cards which increase dam- 
age to opposing Pokémon can be just as effective. 
If the defending Pokémon has a weakness against 
your Pokémon, Plus Power does 20 damage to it 
instead of 10. Many times, Energy Removal causes 
your opponent to be unable to attack, which can 
be as good as an extra turn. 

Many Trainer cards give you more control over 
the game. Computer Search and Pokémon Trader 
are two such cards that allow you to find the exact 
card youre looking for. Professor Oak is a power- 
ful Trainer, allowing you to discard your 

hand and draw a new hand of 

seven cards. Though this gives 
you a lot of options, be careful— 
multiple Professor Oaks could 
cause you to draw your entire deck 
and lose the game. 
Here are four Pokémon decks for 
you to try, each one working off 
of a different theme. Try them 
out, then work on your own 
combinations. Don't be afraid to 
be imaginative! © 


Maintaining Control 
Of The Game 


Though its possible to build 
a strong offensive or defensive 
Pokémon deck, sometimes it 
pays to try more sneaky 
methods of winning. Using 
poison, paralysis, sleep, and 
confusion can draw out a 
game, because your Pokémon 
don’t deal all that much dam- 
age at once. The most impor- 
tant thing is to keep your 
opponent off-balance, pre- 
venting them from effectively 
using their own strategy 
against you. Before they know 
it, their Pokémon stable will 
be full of sleepy, confused, and 
sick Pokémon, unable to fight 
effectively. 


Dazed and Confused 


Basic Pokémon (1 7) 
2  Bulbasaur 
4  Ghastly 
3 Jynx 
2. Koffing 
2  Porygon 
4 Weedle 


Stage 1 Pokémon (5) 
2  Haunter 
1 Ivysaur 
2 Kakuna 


Stage 2 Pokémon (1) 
1 Beedrill 


Trainers (9) 
1. Computer Search 
3 Energy Removal 
3. Plus Power 
1 Pokémon Trader 
1 Professor Oak 


Energy (28) 
16 @eEnergy 


12 @ Energy 


Building A 


Because of all the el 


Ae nix, $ 
shrew, and Ronan are all 


Energy (24) 


Better Machamp 


Put those Machamps from 
your Pokémon Starter Decks 
to good use! This deck is all 
about evolving Machop all 
the way to Machamp and actu- 
ally keeping him conscious. 

energy 


defensive Pokémon. Use them 
to soak up damage while 
evolving Machamp on your 
bench, or have the Pokémon 


Trader exchange them for any 


other Pokémon from your 
deck. When Machamp comes 
out swinging, your opponent 
wont know what to do! 


Basic Pokémon (1 6) 
4 Machop 

4 Onix 

4 Rattata 

4 Sandshrew 


Stage 1 Pokémon (6) 
4 Machoke 
2. Raticate 


Stage 2 Pokémon (2) 
2 Machamp 


Trainers (12) 

Bill 

Computer Search 

Defender 
Gust of Wind 
Pokémon Trader 
Professor Oak 

_ Switch 


Energy 


Triple Feature 


Ready for a great trick? A 
three-energy Pokémon deck! 
Normally, using three different 
types of Pokémon makes it dif- 
ficult to match the right ener- 
gy with the right Pokémon. 
This deck, though, has many 
Pokémon with 4g attacks, 
allowing them to use any type 
of energy. There are also 
attacks that use 4), @, and 
te energy, but not as many. 
Where -are three | Enerey 
Retrievals to make sure you 
always have enough energy. If 
youre looking for a Pokémon 
to match the energy cards you 
have in your hand, Pokémon 
Trader swaps one from your 
hand for one in your deck. The 
best advantage you'll have is 
variety—with three different 
kinds of Pokémon you'll have 
great odds of exploiting oppos- 
ing Pokémon weaknesses! 


Basic Pokémon (20) 
4 Charmander 

Doduo 

3  Drowzee 

2 Growlith 

4 Magnemite 

4 Pikachu 

Stage 1 Pokémon (3) 

1 Charmeleon 

1 Electrabuzz 

1 Raichu 


Trainers (9) 
Defender 
Energy Retreival 
Pokémon Trader 
Potion 

Professor Oak 
Super Potion 


Energy (28) 
8 3 Energy 
12 Energy 
8 @ Energy 


Pes acan  Sam CE RD N) 


ae your Pok 
_ Weakness to 4g. OF course, if 


Pokémon Mono-Blue 


Of all the energy types that 
work well by themselves, 
is definitely one of the best. 
@ Pokémon like Poliwag, 
Poliwrath, and Blastoise have 
“pumpable” attacks, which deal 
extra damage for each extra 
@ energy attached to them. 
@ also has some really tough 
Pokémon. Most Pokémon 


have about 40 HP. Though 


Magicarp only has 30 HP, Seel 
has 60 HP. As you evolve them, 


they get even better. Although 
-Magicarp is only a puny 30 HP, 


when you evolve him into 


_Gyrados he jumps up to 100 


TP! One disadvantage of play- 


a single energy type is your 
kness. In this case, most 
émon have a 


your opponent’ playing 
Pokémon, you have nothing to 
worry about, but es in big 
trouble! 
Basic Pokemon (1 6) 

2  Magicarp 

4 Poliwag 

A Seel 

4 Squirtle 

2. Stary 


Stage 1 Pokémon (8) 
Dewgong 
Gyrados 
Poliwhirl 
Starmie 
Wartortle 


ge 2 Pokémon (2) 
Blastoise 
Poliwhirl 


Trainers (10) 
Bill 
Gust of Wind 
Pokedex 
Potion 
Professor Oak 
Super Potion 


Energy (24) 
24 Energy 


Ringsid 


by Wolfgang Baur 


hen I first began playing Legend of the 
Five Rings, I was instantly drawn to the 
Dragon clan. Phe first starter | ever 
bought was an Imperial Edition Dragon 
clan deck; I even joined the Imperial Assembly as 
a member of that clan. Perhaps it had something 
to do with the mysteries that surrounded the 
Dragon: the Stronghold nested high in the moun- 
tain provinces, the firebreathers, the strange tat- 
toos, the clan champion who was also a true 
dragon in human form. They weren't courtiers or 
samurai as I understood them; the members of 
the Dragon clan were the wise and mysterious 

masters of the mountains. And they were cool. 


Strengthen the Clan 
Unfortunately, my love affair with the 
Dragon ended almost as soon as it began. As 
I started playing regularly, I realized that the 
ae ed clan’s strictly defensive Stronghold ability 
scottish , 4 and its problems with gold production 
“ kept it from being competitive in one-on- 
one games. While I occasionally pulled out 
the Dragons for multiplayer games, in head-to- 
head games it was more often the Crab or the 
Crane or the Lions. Now that’s changed. 

With the release of the new Kyuden Hitomi 
Stronghold in Episode 2 of Hidden Emperor, the 
Dragon clan can stand beside any other in 
Rokugan. The results of the tournament scene 
confirm it: the clan took second place at 
DragonCon’98 with an honorable deck. Crushing 
new personalities like Hitomi Exp. 3, valuable new 
low-cost personalities, and an influx of new duel- 
ing cards have all combined to make it possible. 
Most of all, though, the clan’s new success can be 
traced to Hitomi’s fortress, the new Kyuden 
Hitomi Stronghold, a source of strange rumors of 
corruption. The fortress remains a mystery that 


a ersonalil 
ne Bee en Perso uN 


Bow 
miu Bh to we wea reson ali NY 
ot 


Wolfgang Baur 1s the 
leader of a small but 
secretive band of mad 
shugena operating from a 
secret base high in the 


Cascade Mountains. the other clans and even the besieging hordes of 

Those who oppose him the Naga have yet to crack. 
will soon pay—oh yes, Many of the new Dragon decks show a trend 
they will pay. toward dishonor and corruption not previously 
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Everyt] ms YOu Ever 


but Were Afraid to Ask 


Inside the Most Mysterious Clan in LSR 


seen in the clan. In fact, this swing toward corrupt 
Dragon decks seems to be encouraged by the 
AEG designers, who have released Hidden 
Emperor sets containing several personalities that 
any L5R player would find it hard to resist, most 
notably Hitomi herself. But many Dragon clan 
players have resisted corruption and have even 
formed a Web page to support honorable Dragon 
decks (www.cybergate.com/~bujun/151/menu.htm). 
The “Blood and Honor” deck presented this 


month, for instance, is entirely honorable. 


Five-Card Fortress 

The heart of the Dragon's recent success lies as 
much in the new Stronghold ability as in the new 
personalities and action cards—you can play with 
a 35-card fate deck, even in a 40-card minimum 
tournament. Before a game, keep the fortress cards 
foremost in your planning. Deciding which five 
cards to put aside may be the most important 
decision you make during a match game. 

Since you are allowed to see your opponent’s 
Stronghold before making your decision, you can 
tailor the choices to suit his or her likely strategy. 
Against an honor-runner, cards like Breach of 
Etiquette, Enough Talk!, or The People’s 
Champion may be especially effective. Against a 
military deck, you may want Defenders of the 
Realm (to fend off the inevitable province- 
destroying events), Counterattack, or Enough 
Talk!. Against the mobility of a Unicorn deck, 
add Superior Tactics to the Stronghold set. Also, 
pulling a Stronghold card guarantees you the 
ability to Breach on turn two. Though this 
requires sacrificing your gold production on your 
first turn, it will cripple certain speedy military 
decks for longer than it will slow you down. 
Against a kiho- or shugenja-heavy deck, add 
Fires of Retribution and Hitomi Technique to 
your Stronghold cards. 

An alternative way of thinking about the 
Stronghold cards is not as a sideboard response to 
your opponent, but as a way of guaranteeing card 


timing. hat is, put all your mid- or late- 
game cards like Ring of the Void there— 
cards you don’t necessarily want in your 
opening hand. This way, ancestral swords, 
Forced March, or the Mirumoto House 
Guard are kept in reserve until you can 
afford them—and by keeping them out of 
your starting hand, you also make it easier 
to get the Ring of the Void out early. 

A last option is to keep one or two 
dueling cards under the fortress, such as 
an lajitsu Challenge and a Focus. The 
Challenge can help you on defense, while 
the Focus can be spent with Merchant 
Caravan or even used offensively with 
‘Tacticians such as Kitsuki Kaage. 


Dueling Strategy 

There are two challenges to the dueling 
deck: generating the challenges, and 
keeping your fate hand under control. 
Generating duels is easy enough, but you 
must resist the temptation to overload the 
fate deck with dueling cards during deck 
construction. In addition to dueling cards, 
you'll need other cards to support either a 
defensive or offensive strategy. As a result, 
restrict yourself to no more than about 15 
duel-related cards (including focus- 
changing cards, challenges, and so on) in 
a 40-card deck. The most common 
besides Tajitsu Challenge, Duel, and Art 
are Enough Talk!, Defend Your Honor, 
The Dragon’s Heart, Show Me Your 
Stance, and Tattoo Chamber. 

As for keeping your fate hand under 
control, the trick is to avoid throwing 
your whole fate hand away during a duel. 
Here, you can rely on Tetsubo to avoid 
focusing at all, since your opponent will 
not have the first choice to focus or 
strike. Even if your dueling personality 
has a lower chi, you can win Tetsubo 
duels with the innate abilities of Togashi 
Yoshi and Doji/Hitomi Reju as well as 
with action cards such as Strike with 
No-Thought and Bend Like a Reed. 

If Tetsubo isn’t in play, use Ring of the 
Void or the Agasha Gennai/Path of 
Wisdom combination to gain card advan- 


tage. If you don’t have room in your deck 
for Agasha (and with all those dueling 
cards, space is usually tight in any Dragon 
dueling deck), Tutor can at least help you 
draw the right card. 


The Big Picture 

Ultimately, you must learn to choose your 
duels carefully, and Crane and Brother- 
hood decks may well be able to keep up 
with or beat some of your duelists. 
Remember that dueling is just a tool, not 
a victory condition; use it tactically to 
make it easier to secure the honor, military, 
or enlightenment victory that the rest of 
your deck supports. 


Blood 


Stronghold 
Kyuden Hitomi 


Dynasty Deck (42 cards) 
1 Goldsmiths 

1 Chrysanthemum Festival 
1 Emperor's Peace 

3 Gold Mine 

3 Hitomi Reju (Episode 6) 
1 Hitomi Exp. 3 

3 Hitomi Dajan 

1 Hitomi Kazaq 

1 Imperial Gift 

1 Inheritance 

3 Jade Works 

1 Kitsuki Kaagi (Episode 4) 
2 Kitsuki Yasu 

3 Merchant Caravan 

3 Mirumoto Daini 

1 Mirumoto Hitomi 

3 Sanctified Temple 

2 Shinsei’s Shrine 

1 Test of the Emerald Champion 
2 The Hiruma Dojo 

1 Togashi Mitsu 

3 Togashi Yoshi 

1 Togashi Yoshi Exp. 


Fate Deck (44 cards) 
1 Ancestral Sword of the Dragon 
1 Bend Like a Reed 

3 Block Supply Lines 

3 Breach of Etiquette 

1 Counterattack 

1 Defenders of the Realm 

1 Entrapping Terrain 

1 Fires of Retribution 

3 Focus 

1 Forced March 

1 His Most Favored 

1 Hitomi Technique 

3 lajitsu Challenge 

3 lajitsu Duel 

1 Mirumoto House Guard 
1 Refugees 

1 Ring of Fire 

1 Ring of the Void 

2 Strike of Flowering Water 
3 Strike with No- Thought 
3 Superior Tactics 

1 Tattooed Men 

2 Tetsubo 

1 The Dragon's Heart 

2 The People’s Champion 
1 Togashi’s Daisho 


Other cards you may want to consider 
in a dueling deck include Strike of 
Flowing Water, Blood Sword, Poison 
Weapon, Burning Your Essence, Void 
Strike, or even duel-generating personali- 
ties from other clans such as Matsu 
Seijuro. If you use the standard Dragon 
Stronghold, you may want to consider 
Flooded Pass, Imperial Edicts, and Ring 
of Earth as well. 


& Honor 


The deck detailed in “Ringside” this 
month is an Extended Jade deck, complete 
with a number of rare cards. It depends on 
dueling and an occasional Counterattack 
to keep enemy forces at bay, and wins by 
honor. Tactics like adding a Focus to 
Kitsuki Kaagi’s tactician ability can give it 
a credible offensive punch quite early in 
the game, but the deck staples are the 
Sanctified Temples and the various duels 
that generate honor. Destroying opposing 
personalities (or creating an additional 
province with Test of the Emerald 
Champion) are just side effects during 
duels. The real key to victory is generating 
honor as quickly as possible. 

With any luck, Pl play “Blood and 
Honor’ or something similar at the 
Storming of Morikage Castle story tour- 
nament and report the results next 
month. With even more luck, I’ll tell you 
about a Hitomi Exp. 
3 and The Dragon's 
Heart two-for-one 


dueling special. 
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by Edward Bolme 
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n March, Five Rings Publishing Group will 
release the Deadlands: Pine Box Edition. This 
basic set of 320 cards updates the T'CG’s 
storyline, features reprints of essential cards 
from the first nine months of Doomtown releas- 
es, and includes new cards for each of the ten fac- 
tions in the game. Each Pine Box starter deck 
will include a total of 79 cards—25 fixed cards 
for one outfit, 25 for another, 25 random cards, 
and two bonus rares for each outfit—that will 
allow you to immediately play one of the two 
factions featured. 
There are twenty new cards in total, two 
for each of the 10 outfits: one experienced 
dude and one support card (action, event, 
deed, etc.). The experienced dudes appear 
only in the deck boxes, while the support 
cards appear both in the deck boxes and in the 
boosters. Here’s what you can expect to see for 
each faction, as well as a few suggestions for 
using these cards to gain control of Gomorra. 


booti: 
ye » you pull an, 
90n: Boot The Ghost to gain 


The Agency 
The Ghost, not only dead but now noncorpo- 
real as well, will have an easier time surviving a 
gunfight. Since he has no meaty rotting bits to 
get blown off, he'll often return home without 
booting after getting aced. He’s almost unstop- 
pable: if he wasn’t booted at the start of the gun- 
fight, you can send him right back out onto the 
dusty streets of Gomorra and into 
the same fight. Who cares if 
he’s hopelessly outnumbered? 
Worse still, Between the 
Shoulderblades is the Agen- 
cy’s new shootout action. This 
card aces a dude when the 
dude’s controller tries to get the 
dude out of a gunfight. No honor, 
no remorse—just a dead dude. 
Between this and The Ghost, you 


caint run and you cain‘ hide. 


5 Ghost Rock. 


Blackjacks 

Rachel Sumner is one of the few 
Blackjacks to escape the carnage of 
the most recent shootout with the 
Law Dogs, and now she's got a real 


Edward Bolme isnt 
dead, but we take his 
pulse every so often just 
to make sure. 
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burr in her saddle. She can call out Law Dogs at 
an adjacent location as a noon action, and with a 
4-stud bonus, there’s bound to be trouble. 

Blackjack headhunting is even more enhanced 
by Bushwacked, their noon action. This is a sort 
of instant shootout. No actions, no draw hands— 
just pull and be done with it. Tired of getting pis- 
tol-whipped, flamethrowered, or gunned 
down with the sun in your 
eyes? Stack your deck with 
high-value cards, and even 
Bob Bidwell can wander 
around town Bushwacking 
those big swaggering studs with 
impunity. 


Collegium 
Gerald Klippstein is now the 
master of motor mobility. The 
Klippsteiner Grosswagen has been a 
perennial favorite of Collegium 
decks, with its ability to move a mob 
of well-armed Mad Scientists into a; 
shootout. Now Klippstein can do 
it by himself, plus he can take 
one passenger. Boot Gunther ¥y : 
Hapworth to give him that big bullet 
bonus, then use Klippstein to move into the 
shootout. Also, your Flamethrowers, Bulletproof 

Vests, and other gadgets should all ensure 
that one passenger is enough. 

Of course, to get all those goodies, 
youll need a Ghost Rock Detector. 
This handy goods card lets you search 
your deck for a strike and put it into 
play. Since the cost of the strike is 

reduced by the cost of the 

Detector, this lets you spread out 
the expense of a big strike across 
two turns. 


The Flock 

Elijah, the mad leader of the Flock, 

is a deck-churning machine. As a 
noon action, he can take a miracle 
from another dude and attach it to 
himself. As a bonus, whenever Elijah | 
attaches a miracle, you get to draw 


Gadget, Difi 

¢ cult: 

Tikes Discard the Deter 
Head tmmiosae cee 

Th8 Coster the Surikeiee 
“4 Ghost Rog: all 
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another card. This helps you sort through your deck 
quickly, winnowing it down to the ideal gunfight (or 
spell-casting) deck. 

This ability pairs naturally with All 
Saints’ Day, an event that lets you search 
your deck for a miracle and put it into your 
hand. This card shaves down your deck size 
by another three cards: the event, which is 
aced; the miracle you_drew, which you 
attach to Elijah; and the extra card you draw. 
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eB Law Dogs 
‘HUNTER 


Nate Hunter is now the town sheriff, and to 
clean up the town, he can call out any wanted 
dude at an adjacent location. If the shootout is 
refused, the wanted dude is discarded. The 
obvious combo here is Warrant, which makes a 
dude wanted. If you can control the Town 
Square (and as the Law Dogs, shame on you if 
you can't), stick Nate out there and use him to 
call out any dudes in town—even from their 
own home! 

If you suffer a poor draw, Hell’s Comin’ with 
Me will see that everything’s all right. If your 
dude’s aced in a shootout, this vengeance card 
gives one of your dudes a 2-stud bonus until night- 
fall. Give Nate a few disposable sidekicks as he 
stands in the Town Square, and you can control the 
entire town! 


Miracle to 
4nd add 


Maze Rats 
“Buckets” Nelson discards cards from your hand— 
cards that are otherwise worthless in a shootout—to 
create a bunch of 1-draw shark dudes. These can act 
like Kennys in a gunfight; they get shot up without 
significantly hurting your posse. Thanks to 
Buckets, you can go up against much bet- 
ter gunfighters. Go ahead and lose a round 
or two, acing sharks as necessary: eventual- 
ly, you'll get a lucky draw and smoke your 
opponent’s ace gunfighter. 

Buckets Nelson’s ability only works out 
of town, which is why you have the 
California Queen, a riverboat casino/deed 
that’s considered adjacent to all strikes. Now 
Buckets and his friends can hang out on the 
California Queen and threaten all the strikes in 
play with a swarm of toothy sharks. 


Sioux Union 
Tioga Joe has become one tough hom- 
| bre. He can no longer be targeted with 
action cards, which means whatever he 
decides to do, he will do, and no one can 
stop him. Nate Hunter can’t put out a 
Warrant. The Blackjacks can’t Bushwack 
him. He never has the sun in his eyes. Joe 
becomes much more useful in every risky 
deck, because no one else can interfere. 
Fortunately, yow can interfere with others 
thanks to the Burial Ground, a special Sioux 


deed. The Burial Ground lowers the 
difficulty of your spirit magic, so it’s 

good for working the long-range 

spells that the Sioux have in abun- 
dance. Once done, you still need to be 
able to move out into a battle, so give 
Joe a horse or a Shortcut, and youre set. 


Sweetrock 
Jim MacNeil, the varmint what gunned 
down Sheriff Coleman, is a straight-up 
Sweetrock enforcer with a potent 
vengeance ability: he can call out any 
dude that called out a Sweetrock dude on 
this turn or the last turn. His 3-stud bonus 
is quite formidable in a gunfight... 
...especially if you've been Takin’ 
Precautions. This defensive Sweetrock 
ploy aces itself and one other action or 
event. Once you figure out the cards 
crucial to your opponent’s deck, knock 
them out! 


Texas Rangers 
Danny Hamilton has the ability to 
rustle up an anti-terror posse. Any 
Texas Ranger will answer his call and 
move into a location with a terror if that 
terror is adjacent to Hamilton. So what, 
you ask? What good is it if the terrors 
can rise from the grave again and again? 
Well, that’s why the Rangers carry 
around an Unlucky Charm. This goods 
card is perfect against harrowed (and 
Helpin’ Hand) decks. Along with No 
Funny Stuff, it helps a shootin’ deck 
keep down the aced dudes. Dead or 
alive, you don’t mess with Texas. 


Whateleys 

Like “Buckets” Nelson, Delores 
Whateley can make a gaggle of disposable 
dudes—in this case, skeletons summoned 
from the dead. While she can’t make as 
many as Buckets (she must discard black 
cards), the skeletons she creates are studs, 
not draws. This can be very potent, 
especially if you have a hand 
increased by Eureka! 

To make sure she has the cards, 
Delores can use the Demon's Eye. 
This hex allows a Whateley (or any 
huckster) to really control the cards in 
your hand. One of the most danger- 
ous things that can happen in 
Deadlands is to be stuck with five 
cards you can't play, so many players 
avoid chancy cards. Demon's Eye, 
however, can restock your hand for you 
after youve discarded to summon a 
whole closet full of skeletons. # 
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by Michael Mikaelian 


Michael Mtkaelian once 
emerged from hyperspace 
too close to Jersey, alerting 
the Garden State to his 
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™ The provisional rul le 
hi turns Operatives into droids that can attack and be 
ee e . “flip” Local 
Uprising or Imperial Occupation 
(the two objectives that drive 
Operative decks), you now need a 
card with ability, in addition to an 
Operative, controlling three sites. 
With the exception of Bothawui 
Ops (Light Side) and Corulag Ops 
(Dark Side), the provisional rule 
makes Operatives slow down—you 
can no longer rely on 30 copies of 
the same Operative. Bothawui and 
Corulag, however, have one thing 
in common; their “support charac- 
ters” (Bothan Spies for Light and 
any Trooper for Dark) deploy for 1 
Force. If any Operative decks are 
going to cause trouble even with 
the provisional rule, they're most 
likely going to be one of these two. 


Though other Operative decks are erFect 
likely, none have the potential to Deyo pe son Vere yuk 


toi ferfeit ave. ce pe tur, you may pay impesil 


be as fast. 

With that in mind, I present 
two decks that have what it takes 
to wipe out Operatives with little effort while still perform- 
ing well against other decks. In both cases, these decks use 
an objective of their own, as well as A Bright Center To The 
Universe and The Planet That It’s Farthest From (deployed 
using a starting interrupt). Against an Operative deck, that’s 
the thing to do. By eliminating the Operative Force drain 
bonus, your opponent has to work twice as hard to win. If 
your opponent’s not playing Operatives, use your judgment 
as to what starting effect to use. BB 


Code Ojinder to cance a Force dain where you hove a 
droid Effect canceled # oppanent contol hs locaton. 


presence. Now that’s 


what we call as clumsy as 
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Operative Phase 


It Isn’t Friendly, Whatever It Is 
The Probe Droid was an exciting card 
when it first appeared. Unfortunately, you 
had to have a Star Destroyer on the table 
to deploy one. Thanks to ISB Operations, 
Probe Droids become more playable. 
They are arguably the best non-unique, 
non-restricted ISB agent with a deploy 
cost of 2 and a forfeit of 5. The fact that 
they can battle and be battled is unfortu- 
nate, but on the other hand, they can 
Force drain without ability. Their real 
advantages—the fact that they are droids 
and can use all those heretofore-useless 
Probe Droid cards—make them just as 
good as the crucial Outer Rim Scouts. 
Probe Droids truly pack 1,001 uses. 
Take Probe Telemetry, for example— 
either use 2 Force to search any Lost Pile 
and place X non-unique cards there out 
of play, where X = number of Probe 
Droids on the table, or, if your only char- 
acter on a planet is a 
Probe Droid, your 
cards are deploy -1 to 
related sites for the 
remainder of turn. All 
that in a used interrupt 
with a destiny of.4. 
Probe Droid Laser, 
normally an unsuspect- 
ing character weapon, 
tastes great with Blaster 
Rack. During» ‘the 
Weapons Fire phase— 
after firing a Probe 
Droid Laser—use the Blaster Rack to 
store the soon-to-be-lost weapon. Then 
deploy it on another Probe Droid during 
your next deploy phase. 


How to Beat Light Operatives 
You may choose to use Twi’lek Advisor 
to start with Sunsdown on the subjugat- 
ed system instead of A Bright Center. 
This will allow everyone except Vader 
to deploy for free. Of course, you may 
not want to do this against a Bothawui 
Ops deck. With A Bright Center and 
5D6-RA-7 on the subjugated planet, 
your opponent has no Force drains 
there. Unless they're using Ithorians for 


Thanks to Special Edition's Mind Wha 

You Have Learned and Wise Advice,Jedi __ 
Training is faster than ever. Whether or = & . 
not youre aiming to take Luke all the way guns Come i use Na 

to Jedi Test #5, Mind What You Have flee. While your opponent is s 
Learned makes it a snap. Since all of the with your characters and Revol 


Part 2 


additional Force icons, they need to get 
rid of the ISB agent or cancel A Bright 
Center. Meanwhile, you can play your 0 
Spaceport sites on Coruscant, giving you 
a place to drain. If you control your own 
Dark Coruscant system, your opponent 
can't deploy Rebels to related sites. 


Probing the Galaxy 

a “Voda s Hope 

OBJECTIVE 
1 ISB Operations 


LOCATIONS 
1 Coruscant 

Forest 
Jungle 
Spaceport City 
Spaceport Docking Bay 
Spaceport Prefect’s Office 
Spaceport Street 
Swamp 


CHARACTERS 
1 5D6-RA-7 [Fivedesix] 
1 Admiral Ozzel 
1 Colonel Wullf Yularen 
2 Darth Vader, 
Dark Lord Of The Sith 
1 J’Quille 
1 Officer Evax 
4 Outer Rim Scout 
12 Probe Droid 
1 Veers 


STARSHIPS & VEHICLES 
1 Blizzard 2 
1 Bossk In Hound’s Tooth 
3 Death Squadron Star Destroyer 
1 Executor 


WEAPONS 
3. Probe Droid Laser 


INTERRUPTS 
Abyssin Ornament 
Monnok 
Nevar Yalnal 
Probe Telemetry 
Twi lek Advisor 


EFFEGTS 

A Bright Center To The Universe 
Blaster Rack 

Forced Servitude 

Secret Plans 

Sunsdown 

There'll Be Hell To Pay 
Undercover 

Well Guarded 


eee Se eee 


CREATURES 
1 Bubo 


important cards can deploy from your 
reserve deck, you'll almost always be able 
to begin training as early as the first or 
second turn, 

Naturally, you'll need tools—tools like 
Yoda's Hope and Luke's Backpack: Both 
deploy for free (and from your reserve 
deck, thanks to the objective). Deploy 


_ them as soon as possible; there’s no reason 


Yoda cant hold onto Lukes 
Backpack until Luke shows up. 

Arranging your Dagobah sites 

in the proper order is a must. For 

optimal test results, youll want 

your locations in the following 

order: Dagobah System, lrain— 


ing Area, Jungle, Bog Clearing, 


Yodas Hut. [his arrangement 
allows Yoda to return to his 
without int 


ight, 
Warrior (Jedi "Test #1) 


the ground, your starship: 
ing at Kessel, Kiffex, and 


Yoda, Sars Y . 
OBJECTIVE 


1 


Mind Whet You Have ene 


LOCATIONS 


Coruscant 

_Dagobah . 
Dagobah. Bog Clearing 
Dagobah: Jungle 

_ Dagobah: Training Area 
Dagobah: Yoda s Hut 
Kessel . 
Kiffex 


sap dae 
1 Chewbacca 
1 Colonel Feyn Gospic 


_ Lela With Blaster Rifle 


__ Luke With Lightsaber 


goes on the Bog Clear- | _ 


ing. A Jedis Strength 


(Jedi ‘Test #2) is deployed 
at Yoda's Hut, trapping it 
between the 
Dagobah and Luke, giv | 
ing your opponent no- 
where to move it. Since 
you have to pause for 
Domain Of Evil (Jedi Test 
#3), deploying it two sites 
away on the Jungle isn’t a 
problem. Size Matters Not 
(Jedi Test #4) must be 
deployed on the Bog Clearing, but that’s 
okay. It Is the Future You See (Jedi Test 
#5) can be deployed anywhere, but since 
We want to end up at Yodas Hut, that’s 
the best place for it. If all goes well, 
in nine turns youll have completed 


Luke’s training. 


The goal of this deck is to take advantage 
of the extra Force an Operative deck pro- 
vides. If your opponent deploys 3 addi- 
tional Light Side Force icons on his or her 
first turn, you'll be able to deploy Luke 
and Yoda on the first turn. Your first site 
should be the raining Area so you can 


search for Great Warrior. At the begin 


ning of your next control phase, you ll 


have a training total of 9 plus the better of | 


end oft 


ith Heavy Blaster Pistol 
Oo ) Wan With Lightsaber _ 


Red Squadron x ae 


Spiral 
Tantive VO 


INTERRUPTS 


a ae ek ek ee, 


_ Ambush 
_ Courage Of A Skywalker 
_ Grimtaash 
Its Not My Fault 
Nabrun Leids 
Narrow Escape 
Slight Weapons Malfunction 
Smoke Screen 
Sorry About The Mess 
Star Destroyer! 
The Signal 
WHAAAAAAAAAQOOOW! 


EFFECTS 


| 
| 
2 
3 
] 
] 
2 
1 
1 


JED! 


1 


~ Bacta lank 
Docking And Repair Facilities 
Projection Of A Skywalker 
Revolution ' 
The Planet That It's Farthest gh 
Traffic Control 
What re You Trying lo Push On. Us? 
Wise Advice 
Yoda s Hope 


| TESTS 
A ledi's Strength 
Domain Of Evil 
Great Warrior 
It ls The Future You See 
‘Size Matters Not 


DEVICES 


Luke's Backpack 


| Star Tre K 
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by Christopher Guilmet 


Sure, The Dominion ts 
a swell new expansion 
that gives us anew 
affiliation, but many in 
the Star Trek CCG 
community are just as 
excited by a little release 
called Enhanced First 
Contact (thats EFC for 
short)—four packs of 
First Contact doosters 
included with three (out 
of 12) premium cards. 


Christopher Guilmet will 
adapt to service us. Service us 
a large pepperoni, extra cheese, 
with a couple of pitchers, 
would you, Chris? 
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Second 
Chances 


When the Borg affiliation premiered, there was 
concern that they would be way too powerful. 
The opposite turned out to be true—the Borg 
had practically been hobbled. Many players now 
consider the Borg fun to play as a lark but not 
worthy of a kick-ass competitive deck. Even 
Evan “Mot the Barber” Lorentz, who proved 
the Borg had what it takes in the World 
Championships, built a “swarm” deck that, 
while effective, wasn't very true to the source. 


Welcome to the Collective 
The days of a hobbled collective are over. 
Decipher has enhanced the Borg (hey, Decipher 
avoids the word “fix,” so I will too) with 12 pre- 
mium cards that make this affiliation a rompin’ 
stompin biomechanical power- 
house. My Borg decks aren't 
leaving the Delta Quadrant 
without any of these cards, espe- 
cially the new counterparts. 
There are four new AU-icon 
counterparts: Bareil, Gowron, 
Dukat, and Tomalak of Borg. 
They each give a WEAPONS 
and SHIELDS +4 against 
their former affiliations. Bug- 
eyed Gowron of Borg allows 
his hive to initiate battle 
once per game, no matter 
what the current Borg objective. 
Tomalak of Borg offers the collective cloaking 
technology for che rest of the game, no matter what 
happens to him once he’s reported. 

Decipher introduces a new card type in EFC: 
the incident. It isn’t an objective, and it isn’t an 
event, but it plays on the table in the same way. 
For my money, the best card of the whole set is 
an incident called Service The Collective. This 
seedable, hidden agenda card has two uses, but 
the first use really rocks: when a counterpart is 
present at your mission, and that mission has an 
icon that matches the counterpart’s former 
affiliation, probing can occur immediately after 
scouting is complete. The same is true when 
assimilating the counterpart’s homeworld. I 
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Enhanced First Contact Packs 


Decipher, Inc. 
Norfolk, Virginia 


Four fixed groups of three pre- 
mium cards packed with four 
Star Trek: First Contact boost- 
ers. A supplement for the Star 


Decipher, Inc. 


www.decipher.com 
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can’t count how many games I’ve lost because I 
had to wait a turn before I could probe. With 
this card, it’s no longer an issue. 

Another helpful incident is Sphere Encounter. 
This card is a powerful deterrent for opponents 
who want to steal the Borg’s scouted missions. If 
they try it in space, the Borg may download any 
number of Borg Spheres, with crew and equip- 
ment, to that location; then the Spheres may ini- 
tiate battle or move away. It’s dangerous to muck 
about in Borg country. Also, all Spheres are 
RANGE +4, making them as fast as Cubes. 

The Add Distinctiveness incident gives 
bonus points to the Borg: one point for each 
skill dot on every assimilated drone. It also has 
a curious second use: If the Borg are behind by 
40 or more points, they may 
open a First Contact booster, 
and play any applicable non- 
seed cards. Although this seems 
like a marketing ploy, players are 
going to be massing a small 
army of new boosters when 


buying these EFC packs. 
A couple of new drones pack 
nitty special | skille--tor 


instance, Eleven of Seventeen 
nullifies all Computer Crash 
cards in play! We Are The Borg 
(originally the card image 
Decipher used to advertise the 
release of First Contact) gives the Borg an extra, 
free card play or an extra card draw at the end 
of the turn. Nightmare will have Borg oppo- 
nents screaming as their cards are plucked right 
out of their hands and rendered useless. 
Population 9 Billion—All Borg allows the Borg 
to set up shop in the Alpha Quadrant, if they 
can Stop First Contact. EFC also includes nifty 
transparent overlays—assimilated cards now 
truly /ook assimilated. 

It’s a grand day for the collective. Decipher 
has cleverly fixed the Borg (OK, there, I said it) 
by giving them the tools to stand up to the rest 
of the affiliations. As a die-hard fan of the 
drones in gray, | couldnt be happier. Ml 
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Workman's Comp 

Don’t you just hate it when you show up for work at the 
subterranean Black Mesa Research Facility only to find 
pesky space-crabs are attaching themselves at an alarming 
rate to your coworkers’ heads? When your usually efficient 
coworkers are turning into lurching space zombies before 
your very eyes? Nice white lab coats are completely ruined, 
and those things aint cheap. 

Yep, that completely sucks. ..but at least it wasn’t you wear- 
ing the alien space-crab hat! Not yet, anyway... 

Half-Life’s story is engaging, entertaining, and almost 
believable. You're stuck at work (it’s only a game, 775 on/y a 
game). Your scientician coworkers have gone and acciden- 
tally opened up one of those pesky interdimensional por- 
tals and allowed a bunch of scalp-eating crab-aliens to spill 
into your dimension—and now those buggers are skitter- 
ing about the complex. 

You begin the game alone in the crustacean-ridden facil- 
ity. As you go about defending yourself against the leaping 
attacks of the watermelon-sized lice, you'll eventually come 
across other human survivors. If you're nice to them (that is, 
if you don't panic and whack them with your trusty crow- 
bar), they're likely to help you in the trials to come. You'll 
want that help, too—the space-crabs are only the first wave 
of enemies you'll encounter. 


“Spoiler Approaching, Captain!” 
Half-Life demands your attention 
and forces you to make difficult, crit- 
ical decisions, although the story is 
somewhat linear. The game initially 
looks to follow the story of many sim- 
ilar titles—you fight against hordes of 
aliens in a desperate attempt to reach 
the surface—and, in fact, you'll make 
it to the surtace before too long. 
Unfortunately, “the surface’ doesnt 
want you infecting the world with 


Black Mesa. 
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in for a treat the first time you play Half-Life’s solo 
campaign. ae you can't quite put your finger on it, but it’s there: the 

feeling that the design team at Valve fully realized what you wanted and 
wrote a first-person shooter just for you. 


Half-man, half-dog 
halfling, Peter Whitley 1s 
a half-hearted optimist. 
He has half'a mind to 
view his cup as half-full, 
not half-~empty. 


incurable space cooties, so you have to 
return to the depths of the research 
facility to recruit some help of the sci- 


entific kind. E ventually, youll visit 


the alien home world, cash in some of 


~~ 
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those free drink tickets, 
and beat the boss’s ass. 

‘There were two or 
three instances where the 
puzzles didn't sync up 
with the flavor of the 
story, but out of about 
110 individual maps, that 
aint bad. The mission 
goals are clear (if you're 
paying attention), so you 
wont find yourself 
searching the same areas 
over and over again, 
looking for stuff that you 
may have missed. 


the fun of Half-Life’s multiplayer mode, 
the rest is pretty much mass murder. 


Average Intelligence 
Half-Life’s non-player 


characters don’t quite warrant the “artificially intelligent” 
moniker that has been positioned as a major selling point for 
this game. Even so, these NPCs are a vast improvement over 
what's currently accepted as a good Al. You can coax some of 
the characters to work with you (though they often do so 
grudgingly). Enemies will surprise you with truly unique 
methods of making you reload your last saved game. 


You interact with at least 25 
different types of enemy charac- 
ters and monsters. Each type 
behaves in different ways; some 
attack on sight, others coordi- 
nate attacks, some lay down sup- 
pression fire, while still others 
sneak around. One type might 
react to sounds or retreat when 
things get too hot, but you 
might just get bum-rushed 
Rambo-style. However, none of 


my would-be assassins actually 
outsmarted me, and they were — 


often suckers for the inal bag of 
tricks. 


i) 
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and tons of fun, the crowbar 
is perfect for small spaces. 


the surrgundings 1s some of 


All Aspects Considered 


Performance (on a P200 with 
64Mb RAM), texture quality 
(4Mb Monster 3D), character 
animations, lighting effects, 
level design, story, and overall 
atmosphere make Half-Life 
money well-spent. Don't 


let the Al hype eclipse the 


game’s true assets: a beautiful, 


well-designed balance of 
game play and technology. 
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Electronic 
Multiplaye 
otrateg 


by Peter Whitley 


th-ng 3 
13 Ways to Improve Your 


Online Myth Game 


verybody’s gotten into multiplayer games only to become dead. 
Repeatedly dead... dead, like, humiliated dead. Turned to salsa. 
‘Totally schooled. So eradicated, even my ISP wants to discon- 
nect me. It can make you not want to come back. It can make you 
feel there’s no way to ever catch up. It invokes feelings of inade- 
quacy, depression, and, in the truly unstable, suicide. It might even 
have you playing Tetris again. 

Fear not the game of Myth. Whether youre still grappling with 
The Fallen Lords or you've stepped up to Myth 2: Soudblighter, 
these guidelines will help you finish first. 

Online Myth games typically last about 12 to 20 minutes. 
Losses are forgotten as quickly as wins. The memorable matches 
are good-humored, competitive battles that display clever and 
diabolical tactics. 

Most multiplayer Myth games go through bungie.net. Your 
first few visits may be a little confusing—many different players 
meet there. You'll see everything from random team carnage to 
cheerless Body Count matches that serve only to boost online- 
player rankings. If you're learning the ins-and-outs of Myth, | 
strongly suggest sticking to unranked rooms. 

When you find a game that seems like your cup of tea, find out 
what more may be involved. Many games include a maximum of 
two teams, regardless of the number of players in the game or start- 
ing positions on the map. If you're playing random teams (where 
the server arbitrarily decides teams and their captains) you may be 
drafted for “captain duty.” It’s more engaging; it’s also more respon- 
sibility. If that intimidates you, let someone know! 


Peter Whitley always learns 
from past myth-takes. 


Too many teams let themselves be lured into inconsequential 


battles. In games with three or more teams, save ‘your troaps 
for the direct goal. Here we see that someone got suckered in 
to a fight, then got booby-trapped with a wight. 
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1. The Wily Ways of Kings and Comets 
When youre part of a team, you could be 
playing with one of the top-ranked players 
and not even know it. Follow orders and 
obey your captain. He might be setting up 
a sophisticated maneuver youve never 
seen before—something you can use later. 
A faithful and trustworthy teammate is 
much more valuable in a team game than 
the renegade “know-it-all” and will be 
sought out for future matches. 


2. Archers Wear Targets 

Protect those archers. These simple words 
of wisdom are forgotten over and over. 
We're all guilty of thinking the famous last 
words, “Oh, my archers will be fine. 
There’s nothing for miles.” Through 
novice captaining, you may be given 
archers and nothing to protect them with. 
Stick close to your allies, keep your eyes on 
the radar, and tell your team as soon as you 
get a little nervous. If your command of 
troops is near your teammate’s archers, be 
ready to help him out if he starts getting 
some heat. (He’ll be very thankful!) 


3. The Truth Is Out There (Just Hit f7) 

Flag Rally and Scavenger Hunt games are 
hard to find because they're so damn hard 
to play well. In games that involve several 
targets (Rally, Terries, etc.), check the 
Status often. It'll help you keep track of 
the overall game and let you know who's 
fighting whom. The Status screen (and a 


The troops stand at the ready until one of the two groups 
Just before that happens, the 


camper will swoop in, clean up, and claim the flag. 


is victoria 


quick pan of the landscape) quickly tells 
you where each team sits, once you know 
how to read it. 


4, Of Maps and Men 

Know your maps and units. With Fear & 
Loathing (Bungie’s map and unit editors) 
out there, there are things you just cannot 
be prepared for. Being intimately familiar 
with the map will help you make impor- 
tant decisions. That means being able to 
buy units (if you're captaining) quickly and 
confidently based on your starting posi- 
tion, time limit, and the number of players 
and teams. 


5. A Penny Saved Is Just a Penny 
Favorite purchases by captains are wights, 
ghols, and journeymen. This trio enables 
the creation of explosive piles of pus that 
the ghol can pick up. This is an expensive 
proposition for a “weapon” that frequently 
fails to cause major damage. For the price 
of two wights and a journeyman you could 
buy ftwe/ve thrall. Yeesh! 

Instead of buying all this crap, you 
might try to pick up found objects with 
your ghol—rocks, swords, and especially 
chunks of pus from other used wights. If 
you do happen to buy the pus-makers, 
don’t waste pus on inconsequential units. 
Resist the temptation to fire it at the first 
thing you see; save it for the most suscep- 
tible targets, like archers and tree giants. 


6. Got Soulless? 

There are a thousand tricks out there. 
Some are clever, like satcheling underwa- 
ter at a crossing. Some are tools of the 
trade, like carpet bombing with fetch and 
dwarves. Some are fundamental tactics 
that apply in nearly every game. 

If you command a strike of archers or 
soulless and are facing off with an enemy 
strike, focus on one target at a time. 
When you see that the strike is targeting 
an individual archer among your group, 
consider pulling that archer back. More 


Take advantage of your distracted opponents to pick up a 

few kills, In all games except Body Count,youre tipping 
the scales in your favor if you have to face off with them 
in the future, 


often than not, the other player won't 
know what’s happening until those missile 
units are closing in and losing formation as 
they try to track down that one targeted 
archer, (Archers and soulless cannot move 
and fire well, so youll be getting some 
licks in while the other player chases your 
retreating unit.) To make matters worse 
for your enemy, the rest of your strike is 
much closer to the target(s), improving 
your chances to hit. 


7. Dances with Butterflies 

Most players won't directly view your 
neighboring troop(s) until you move them. 
You should always be moving, even if it’s 
just back and forth. This keeps your ene- 
mies guessing and denies them the chance 
to take care of important stuff elsewhere. A 
well-placed ghol can tie up several enemy 
soldiers by just “hanging out” behind their 
archers. You enemies don’t dare leave their 
archers exposed and their mounting 
headaches will only cost you two points. 


8. Leave ‘Em Behind by Thinking Ahead 
When you know what’s going on around 
you, you are ready for anything. Scout 
around and track your enemy. Target a 
wight before he’s submerged (your thrall 
will still track him down underwater, but 
you can't target him first if you can’t see 
him). Position a ghol near a flag in a game 
of Terries so that you will be able to con- 
test possession and buy yourself some 
time. Send four thrall off in a strange 
direction to slow down an advancing 
enemy force. By anticipating your enemy, 
you will take total control of the game. 


9. You Have to Earn Those Merit Badges 
Patience is a virtue and will win games. 
Take your time and pick off the stray 
enemy. You only lose when it’s over; until 
then, it’s anyone’s game. Some people call 
this “camping” and claim it’s wrong. These 
people probably just lost by 80 percent. Of 
course, this doesn’t apply to Body Count. 


Overconfidence and distraction are your worst enemies, It 
seems that I have Chikatilo by the short hairs, Qut of 
nowkbere came his ghols to take care of my ased archers. 
Only one archer survived this sneak attack...not enough to 
win me the game, 


10. General Custer Is Famous...and Dead. 
Divide troops for purpose, not by type. _ 
Too many captains will ask, “Who 
wants what?” The captain should be 
thinking of each player's purpose in the 
game then dividing the troops appropri- 
ately. Most players dont mind that they 
were not given their “fair share” of the 
troops if they were given a specific pur- 
pose in the game. 


11. Let Your Inner Ebert Shine 

Save your losses and review those films. 
Most victories mean the other team(s) 
played badly, so learn from your own loss- 
es. Watch for what went wrong and con- 
sider what you could have done to prevent 

it. It’s also a good way to remember those _ 
players that you enjoyed gaming with (and _ 
those you didn’t). 


12. Santa Also Has a BAD KID List! 
If you find them cheating, dropping, or 
generally displaying lameness, jot down — 
the perp’s login and screen name. You 
can easily check a login outside of the 
game by highlighting the name and typ- 
ing ” “score” in the chat field. Bungie n 
isn't that big; you'll most likely encounter 
that person later, and you'll know exactly : 
what to expect. Feel tree to share your 
insight with others. 
The list I keep has not only saved m 
hours of frustration, but I’ve even been. 
able to extract some level of revenge. Most 
lamers are stupid mammals and easy to 
outwit. Be creative and get even! (Th 
send in the story——Id love to hear ay 


13. Little Myth Manners 

(or Myth Demeanor) 
Battlefield prowess rarely earns your peers’ 
respect. Be courteous and compliment- 
ary, and the best players on bungie.net 
will enjoy your company. Those are the 
folks to learn from. Before long, they'll be 
telling you where they're meeting, and 
you'll consistently have killer games. _ 


Steal te Bacon = SDN DEATH 


While waiting for favo ather teams to finish each othe 

Dark Angel stages bis troops up near the ball, He is 
enough lo oe the ball boone i y 

team, and has enaugh of a oe fo ake cue ie easy won 
this match. 
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Hee 


by Rick Moscatello 


While LucasArts 1s 
deservedly best-known 
for their awesome Star 
Wars games, they also 
hold an incredible track 
record with adventure 
games such as the 
Monkey Island pirate 
series. This time they go 
south of the border with 
Grim Fandango, based 
heavily upon Mexican, 
Central American, and 
South American afterlife 
mythology. 

Meanwhile, Red Orbs 
pride and joy has been 
the inexplicably successful 
Myst—but its follow-up, 
Riven, wasnt quite as 
popular. John Saul’ 
Blackstone Chronicles 
book series has sold over 
10 million copies since 
1997, so Red Orb can 
certainly hope for a 
comeback with their 
creepy adventure title’ 
based on that series. 


Rick Moscatello reminds you, 
‘Tf you're ever in trouble of the 
supernatural kind and no one 

else can help, be sure to say 
Moscatellojuice, Moscatellojuice, 
Moscatelojuice!” 


The Bottom Line 


John Saul’s 


Blackston 


Your Character: Sick. You're Oliver Metcalf, 
son of the late caretaker of Blackstone 
Asylum. This dude has one bleak, black past, 
and is a tad unstable. In the real world, he'd 
have offed himself long ago, so it’s pretty 
impressive that Oliver managed to find a 
woman to bear his child. 

Other Characters: Demented. The abandoned 
asylum is packed with ghosts of inmates, all as 
nutty as your father. The sanest character in the 
game is your son, Josh, and, frankly, that boy 
aint right, either. 

Storyline: Odd. Somehow, your dead father 
has snatched your son and hidden him away in a 
secret room in the asylum. You need to do your 
father’s vengeful bidding (fat chance!) or find 
and save your son before dawn. 

World: Small. The entire game takes place in 
the asylum, which has maybe a score of rooms in 
it. You'll frequently retrace your steps and come 
to know this place like the back of your bloody 
hand before you're through. 

Graphics: Uneven. The asylum’s artistically 
rendered, but everything blurs when you 
move—a disturbing effect that was obsolete 
when DOOM hit the market. Maybe it’s sup- 
posed to be unnerving? 

Puzzles: Soft. The hints get a bit condescend- 
ing (need the password for the computer? 
Check out the sticky note, attached to the 
computer!), and eventually, Papa’s ghost will 
give you some critical clues if you're stumped. 
There’s a good mix of soft- and hardball 

conundrums, so beginners and veterans will 

find this game worthy. 


It’s Grim Fandango in a unanimous, if not overwhelming, decision. While both games have nice voice acting, the weird char- 
acter interaction in Blackstone (you spend much of the game talking to photographs, and intermittent telepathic communi- 
cation with a photo of your son is both unexplained and disorienting) costs it some critical points. The puzzles of Grim 
Fandango are harsh, but they re nothing that a quick trip to the Internet wont solve. 


rOomcves 


Grim Fandango 


Your Character: Unusual. You play Manny 


Calavera, travel agent in the Department of 
Death. Despite looking like a walking skeleton, 
Manny’s a well-balanced guy. You wouldn't mind 
having him for a roommate. 


Other Characters: C/iché. Although they're 


skeletons, you've seen all these people before— 
the perpetually angry boss, the overconfident 
South American revolutionary, the snide secre- 
tary, the innocent damsel, even the underworld 
kingpin. Theyre charming but a bit too familiar 
and two-dimensional. 


Storyline: Different. You're in purgatory for 
y purgatory 


wrongs you committed in life, and you'll stay 
until you sell enough “premium” trips through 
the underworld. Unfortunately, none of your 
clients are worthy of premium trips, so figuring 
out what's up in the underworld becomes your 
new path to salvation. 


World: Large. The underworld is a big and 


weirdly populated place, and getting from one 
city/forest/jungle/zone to the next is usually yet 
another puzzle. 


Graphics: Swrreal. LucasArts expertly splices 


the imagery of /i/m noir, mythology, and cartoon. 
Even though very little looks truly realistic, it all 
fits nicely. 


Puzzles: Hard. The hints are scarce, and 


sometimes you need to make some major leaps 
of insight to figure stuff out (e.g., popping a bal- 
loon scares otherwise fierce skeletal pigeons 20 
feet away). Too many puzzles might be too 
obscure for the average gamer, however, there 
are mercifully few red herrings—trial and error 
will, usually, eventually, yield the answer. 
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ear after year, the top miniatures game has the 
word “Warhammer” in it—either fantasy 
based (Warhammer Fantasy Battles) or sci- 
ence fiction themed (Warhammer 40,000). 
Both games have nearly identical rules and simi- 
lar, heavily populated universes filled with garish- 
ly colored armies perpetually locked in blood- 
thirsty battle. Both have seen the computer format 
before, with results varying from mediocre 
(Shadow of the Horned Rat) to better than aver- 
age (Final Liberation). Well gear up, Warhammer 
fans: Warhammer 40K: Chaos Gate is a direct hit! 


Fair Warning 
Before going any further, I should warn purists: 
this game does not use 40K rules. Sure, Space 
Marines slavishly follow the Emperor, and veterans 
of the tabletop game will recognize all the keen 
weaponry, but when it comes down to the nitty- 
gritty rules, there’s nothing familiar. If you like the 
“feel” of the Warhammer wmiverse, this game is for 
you, but if you're looking for a conversion of the 
miniatures system, you may be disappointed. 
Once you get past the fact that you aren't in 
Kansas anymore, you'll see that SSI has done a 
wonderful job of wrapping the Warhammer 
license around their own nifty gaming system. 
The campaign game pits Ultramarines against 
the traitorous forces of Chaos—Chaos Marines 
are the primary enemy. The battles are mostly 
small scale, involving 15 Marines or so—but 
there’s a wide variety of characters, equipment, 
enemies, and terrain to keep combat interesting. 
Once you finish the campaign, you hit the sce- 
narios, a full scenario builder, and a multiplayer 
option, which creates the potential for incredible 
longevity. 


Graphic Violence 

The graphics and cut scenes are top-notch. Only 
the lame Chaos Cultists mess up the atmos- 
phere—they look disturbingly like pale, laser 
gun-wielding zombies shambling across the bat- 
tlefield. At least they die easily. The sound is like- 
wise excellent, with pseudo-Gregorian chant fill- 
ing the background and appropriate taunts from 
the bad guys (“Blood for the Blood God!”). Your 
Marines have choice words for their enemies 
before they let fly with their Bolters. SSI went all 
out to add the right ambiance to Chaos Gate— 


rop the Hammer 


Storming Warhammer 40,000: Chaos Gate 


by Rick Moscatello 


if you want to quit the game, you must answer 
“Yes” when asked, “Betray the Emperor?’ 

The game includes a nice set of roleplaying 
rules to keep the campaign interesting as 
your Marines and other characters 
gain experience after each battle. 
The game tracks statistics for each } 
character—number of kills, number | 
of hits, and so on—and awards _ 
medals for particularly nice perform- 
ances (for example, scoring 10 hits in a 
single battle). Unfortunately, to make | 
the roleplaying element work, SSI | 
tweaked the rules so that characters live 
longer than) vou jexpect on | the 
Warhammer battlefield. You'll find a (am 
Marine might need to take a half-dozen _ 
hits before he’ll drop. This holds for enemy | 
troops, too, and that can be a little frustrat- ' 
ing when youre trying to take down a | 
Chaos Marine who's running wild through 
your ranks. Even direct hits from heavy plas- 
ma cannons are as likely to do nothing as © 
they are to vaporize an enemy. 


Breached Gate 
Unfortunately, Chaos Gate does have a few 
flaws. Sometimes, it just flat-out crashes. 
Luckily, the game autosaves before every turn, 
but you shouldn't see this in a finished product. | 
Weapons fire is alarmingly inaccurate; your 
Marines will gleefully mow down their com- 
rades in an effort to shoot an enemy. Com- 
pounding this problem is the somewhat myopic 
viewing area—it’s hard to get a good “feel” for 
where the enemy is unless you zoom way out, 
and then it’s hard to click on things. On top of 
that problem, the game centers the action wher- 
ever your last shot landed. 

‘Together, all these little problems easily lead to 
frustration. Eventually, you'll get the hang of using 
the mini-map and frequently zooming in and out, 
but it’s harder than it needs to be. 

Overall, Chaos Gate is a worthy addition to the 
Warhammer PC game collection, and it fills an 
almost vacant niche of online games—it’s not real- 
time. The fairly clean interface serves as a nice 
introduction to the Warhammer 40K universe, 
and it doesn’t commit you to buying and painting 
a bunch of miniatures. @ 
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ORGANIZATION 


The Duelist Oracle is divided by color and 
alphabetized within each color. We pre- 
served the summon type of the card 
because this is important for many cards. 
The expansion(s) the card has appeared 
in is listed after each card, and a card 
type and expansion key is on the bottom 
of every page. Finally, some cards have 
italicized text following the card text, 
which is the associated Oracle ruling or 
clarification for that card. 

Reminder text appears on many cards 
to cover game mechanics specific to that 
card. This glossary covers all the 
reminder text on the cards within The 
Duelist Oracle. Creature abilities covered 
under the basic rules, such as flying or 
trample, are not listed here. 


Buyback x 

You may pay an additional * when you 
play this spell. If you do, put it into your 
hand instead of your graveyard as part of 
the spell’s effect. 

Buyback—ACTION 

You may DO ACTION in addition to any 
other costs when you play this spell. If 
you do, put SPELL into your hand instead 
of your graveyard as part of the spell’s 
effect. 


ACTION covers any action that is not a simple 
payment of mana, such as sacrificing a land 
or choosing and discarding cards. SPELL is 
the card with the buyback mechanism. 


Cycling x 

You may pay & and discard this card 
from your hand to draw a card. Play this 
ability as an instant. 

Echo 

During your next upkeep after this per- 
manent comes under your control, pay its 
casting cost or sacrifice it. 

Landwalk 

If defending player controls any LAND- 
TYPE, this creature is unblockable. 
Landhome 

If defending player controls no LAND- 
TYPE, this creature cannot attack. If you 
control no LANDTYPE, bury this creature. 


LANDTYPE covers types of lands, such as 
island for Islandhome, or Snow-Covered 
Forest for Snow-Covered Foresthome. 


Shadow 
This creature can block or be blocked by 
only creatures with shadow. 


| 
i 
t 


Aladdin’s a Art 8 
8, ©: Aladdin's Ring deals 4 damage to target crea- 
ture or player. 5E 
Altar of Dementia Art @ 
Sacrifice a creature: Target player puts a number of 
cards equal to that creature's power from the top of his 
or her library into his or her graveyard. T 


Amulet of Kroog Art 2 
2, @: Prevent 1 damage to any creature or moe 
Ankh of Mishra Art 


Whenever a land comes into play, Ankh of Mishra ian 
2 damage to that land’s controller. 5E 
Ashned’s Altar Art 

Sacrifice a creature: Add two colorless mana to your 
mana pool. Play this ability as a mana source. 5E 
Ashnod’s Transmagrant Art 1 
®&, Sacrifice Ashnod’s Transmogrant: Put a +1/+1 
counter on target nonartifact creature. That creature 
becomes an artifact creature permanently. 

Barbed Sextant Art 1 
1, ©, Sacrifice Barbed Sextant: Add one mana of any 
color to your mana pool. Play this ability as a mana 
source. Draw a card at the beginning of the next ae 


Barl's Cage Art 

3: Target creature does not untap during its con- 
troller’s next untap phase. 

Barrin’s Codex Art 4 
During your upkeep, you may put a page counter on 
Barrin’s Codex. 4, , Sacrifice Barrin’s Codex: Draw 
X cards, where X is the number of page counters on 
Barrin's Codex. U 
Battering Ram AC 1 2 
Banding when attacking. If Battering Ram is blocked by 
any Wall, destroy that Wall at end of combat. * This abil/- 
yy triggers when a block is established, though it isn't played 
until end of combat. 5E 
he Ir - Art 6 
When Booby Trap comes into play, name a card other 
than a basic land. Whenever target opponent draws any 
cards, he or she reveals those cards to all players. If 
any of those cards is the named card, sacrifice Booby 


Trap and it deals 10 damage to that player. TE 
Bottle Gnomes AC 13 3 
Sacrifice Bottle Gnomes: Gain 3 life. TE 


Bottle of Suleiman Art 4 
1, Sacrifice Bottle of Suleiman: Flip a coin. If you lose 
the flip, Bottle of Suleiman deals 5 damage to you. 
Otherwise, put a Djinn token into play. Treat this token 
as a 5/6 artifact creature with flying. E 
Bullwhi 4 
2, &: Bullwhip deals 1 damage to target creature. 
That creature attacks this turn if able. SH 


Title Type P/ ‘ost 


Cathodion AC 3/3 3 
When Cathodion is put into a graveyard from play, add 
three colorless mana to your mana pool. US 
Chimeric Staff Art 4 
: Chimeric Staff is an artifact creature with power 
and toughness each equal to X until end of turn. 3 


Citanul Flute A 
&, & Search your library for a creature card with st 

casting cost no gee than X. Reveal that card and put it 
into your hand. Shuffle your library afterward. Ss 


Claws of Gix Ar 0 
1, Sacrifice a permanent: Gain 1 life, US 
Clay Statue AC 3/ 4 
2: Regenerate Clay Statue, 5E 
Clockwork Beast AC 0/4 6 


When Clockwork Beast comes into play, put seven 
+1/+0 counters on it. At the end of any combat in 
which Clockwork Beast attacked or blocked, remove one 
of these counters. X, «: Put X +1/+0 counters on 
Clockwork Beast. You may have no more than seven of 
these counters on Clockwork Beast. Use this ability only 
during your upkeep. ° Zhe creature loses a counter at the 
end of combat even if it was removed from combat for 
some reason or didn't deal combat damage. If it some- 
how attacks and blocks in the same combat, it loses 
only one counter. 

Clockwork Steed AC 0/3 4 
Clockwork Steed cannot be blocked by artifact crea- 
tures. When Clockwork Steed comes into play, put four 
+1/+0 counters on it. At the end of any combat in 
which Clockwork Steed attacked or blocked, remove 
one of these counters. X, <: Put X +1/+0 counters 
on Clockwork Steed. You may have no more than four 
of these counters on Clockwork Steed. Use this ability 
only during your upkeep. ¢See Clockwork Beast for 
related rulings. 5 
Goat of Arms Art 5 
Each creature gets +1/+1 for each other creature in play 
of the same creature type. (For example, if there are three 
Goblins in play, each of them gets +2/+2) 


Coiled Tinviper AC 2 3 
First strike. TE 
Cold Storage Art 


4 
3': Remove tel creature you control from the game. 
Sacrifice Cold Storage: Put into play under its owner's 
control each creature removed from the game with Cold 
Storage. TE 
Colossus of Sardia AC 9/9 9 
Trample. Colossus of Sardia does not untap during your 
untap phase. 9: Untap Colossus of Sardia. Use this 
ability only during your upkeep. 5E 
Copper Gnomes ACW 2 
4 , Sacrifice Copper Gnomes: Choose an artifact card 
in your hand and put that artifact into play. 
Coral Helm Art 3 
3,, Discard a card at random: Target creature gets 
+2/+2 until end of turn. 


ype 


Crown of the Ages Art Q 
4, &: Move target local enchantment from one crea- 
ture to another. ¢Crown of the Ages isn’t limited to 
moving creature enchantments, but moves enchant- 
ments from sin creature to another, 

Crystal Chimes Art 3 
3, ©, Sacrifice Crystal Chimes: Return all enchant- 
ment cards from your graveyard to your hand. U 


Crystal Rod Art tf 
ity: ein 1 life. Use this ability only when a blue spell is 
successfully cast and only once for each such spell, be 


Cursed Scroll Art 

3, ©: Name a card. An opponent chooses a card Ps 
random from your hand. If he or she chooses the 
named card, Cursed Scroll deals 2 damage to target 
creature or player. *Cursed Scroll's ability requires you 
to reveal the card your opponent chooses to all players. 
* Selecting “an opponent” is not a targeted effect, but 
must be done when the spell is cast or the ability is 
played, as appropriate. Effects that prevent or redirect 
spells or abilities targeting a player cannot affect which 
opponent is selected, TE 
Dancing Scimitar AG > 45 4 
Flying. 5E 
Diabolic Machine AC 4/4 “l 
3): Regenerate Diabolic Machine. 5E 
Dingus Fag Art 

Whenever a land is put into any graveyard from play, 
Dingus Egg deals 2 damage to that land’s controller. /f 
more than one land is put into the graveyard at the 
same time, play the ability once for each land. To pre- 
vent all of the damage with CoP: Artifacts, pay 2 for 
each land that was put into the graveyard. ° This ability 
will trigger even if Dingus Egg is put into the graveyard 
at the same time as the land(s). : 
Disrupting Scepter = Art 

3, ©: Target player chooses and discards a card, Use 
this ability only during your turn. 5E 


ages Blood Art 3 
3, @: Put a +1/+1 counter on target creature. US 
Dra jon Engine AC 13 3 
ragon Engine gets +1/+0 until end of turn. 5E 
Echo Chamber Art 4 


4, &: Target opponent chooses target creature or 
creature token he or she controls, Put a token creature 
into play and treat it as a copy of that card or token. 
The token creature is unaffected by summoning sick- 
ness this turn. At end of turn, remove the token crea- 
ture from the game. Play this ability as a sorcery. *See 
Cursed Scroll for related rulings. TE 
Elin Bottle Art 3 
3, : Remove the top card of your library from the 
game, face up. You may play that card as though it 
were in your hand. At the beginning of your next turn, 
put into your graveyard the card removed from the 
game with Elkin Bottle if you have not played it. *7his 
ability is not a draw effect. Effects that trigger when a 
card is drawn will ignore the use of Elkin Bottle’s ability. 
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Title Type P/T 
eThe card that’s removed from play is removed at the 
beginning of the appropriate turn. The card is maintained 
by the Bottles effect, not by the Bottle itself, so removing 
the Bottle from play doesn’t cause the card to be put into 
your graveyard, nor does it save a card that isn’t played 
in time. ¢The card isn’t part of your hand in any sense, It 
doesn’t count towards your hand size, can’t be discarded, 
and so on. 5E 


Emerald Medallion Art 2 
Your green spells cost 1. less to play. TE 
Emmessi Tome Art 


4 
5), ©: Draw two cards, then choose and discard a 
card. T 


Endoskeleton Art 2 
You may choose not to untap Endoskeleton during your 
untap phase. 2, «<>: Target creature gets +0/+3 as 

long as Endoskeleton remains tapped. US 


Energizer AC 
2, ©: Put a +1/+1 counter on Energizer. 


Ensnaring Bridge Art 
Each creature with power greater than the number if 
cards in your hand cannot attack. SH 


Erratic Portal Art 4 
1\,@: Return target creature to owners hand unless 
its controller pays 1. EX 
Essence Bottle Art 

3, ©: Put an elixir counter on Essence Bottle, @, 
Remove all elixir counters from Essence Bottle: Gain 2 
life for each elixir counter removed in this way. TE 


Excavator Art 2 
®, Sacrifice a basic land: Target creature gains that 
landwalk ability until end of turn. TE 


Feldon’s Cane Art 1 
&, Remove Feldon’s Cane from the game: Shuffle your 
graveyard into your library. 5E 


Fellwar Stone Art 2 
&: Add to your mana pool one mana of any type that 
any opponent's lands can produce. Play this ability as a 
mana source, *Fellwar Stone can produce one mana of 
any type that any of your opponents’ lands can produce. 
If your opponents control no lands, you can’t use Felhwar 
Stone, Any special restrictions on how mana of a given 
type may be spent will be copied faithfully by the Stone. 
For example, if your opponents’ only land is Mishra’s 
Workshop, the Stone produces colorless mana that can 
be spent only on the casting costs of artifact spells, elf a 
land produces more than one type of mana, you choose 
among all of those types. For example, an opposing City 
of Brass allows you to produce mana of any color, and 
Wizards’ School allows you produce colorless, white, 
blue, or black mana. 


2/2 4 
oe 


Feroz’s Ban Art 6 
Summon spells cost an additional 2° to play. 5E 
Flowstone Sculpture ac 4/4 6 


2, Choose and discard a card: Flowstone Sculpture 
gains flying, first strike, or trample permanently, or put a 
+1/+1 counter on Flowstone Sculpture. TE 


Fluctuater Art a 
Cycling costs you up to ‘2: less to play. 
Flying Carpet Art 


2, ©: Target creature gains, flying until end of turn. if 
that creature is put into any graveyard this turn, sacri- 
fice Flying Carpet. *Flying Carpet is sacrificed only if 
the target creature is put into any graveyard after the 
effect resolves, not if it was put there before the effect 
resolved. 

Fool's Tome Art 4 
2, : Draw a card, Use this ability only if you have no 
cards in your hand. TE 


Fountain of Youth Art 0 
2, &: Gain 1 life. . 
Gauntlets of Chaos Art 


5,, Sacrifice Gauntlets of Chaos: Permanently Sanne 
control of target artifact, creature, or land you control 
for control of target permanent of the same type an 
opponent controls. Then destroy all enchantments on 
those permanents. *Al/ targets are chosen when the 
ability is played, and swapped when the effect resolves, 
Effects that exchange control of two permanents can't 
change the controller of just one of them. If this ability 
fizzles against either target or otherwise fails to change 
control of one of them, no exchange is made. GE 


Glasses of Uraa Art 1 

&: Look at target player's hand. ps 
Grafted Skullcap Art 

During your draw phase, draw an additional card. At the 
end of each of your turns, discard your hand. 


iy eshot Catapult AC 2/3 4 
rapeshot Catapult deals 1 damage to target crea- 
id with flying, : 


Grindstone Art 

3, ©: Put the top two cards of target player's ibrry 
into that player's graveyard. If both cards share at least 
one color, repeat this process, 


Heartstone Art 3 
The cost of each creature ability requiring an activation 
cost is reduced by 1. This cannot reduce an ability’s 
total mana cost to less than 1. $ 


Helm of Chatzuk Art 


- 
1, : Target creature gains banding until end of turn. 
5E 


Cost 


ACLE PLAYER S GUIDE 


Title Type P/T Cost 
Helm of Possession — Art 4 
You may choose not to untap Helm of Possession during 
your untap phase. 2, @, Sacrifice a creature: Gain 
control of target creature as long as you control Helm of 
Possession and Helm of Possession remains tapped. TE 
Hive, The Art 5 
5), S: Put a Wasp token into play. Treat this token as 
a 1/1 artifact creature with flying. 5E 


Henplng Automaton = AC 2/2 8 
oping Automaton gets -1/-1 and gains flying until 
end of turn, US 


Horn of Greed o 
Whenever any player plays a tnd that player draws a 
card, SH 


Hornet Cannon Art 4 
3, @: Put a Hornet token into play. Treat this token 
as a 1/1 artifact creature with flying that is unaffected 
by summoning sickness, At end of turn, destroy the 
token. SH 
Howling Mine Art o 
During HA player's draw phase, that player draws an 
additional card. ° This is a phase ability that's played 
during the draw phase. Therefore, it's played as an 
instant and may be responded to with other instants.5E 
Infinite Hourglass Art 

ell your upkeep, put a time counter on Infinite 
Hourglass. All creatures get +X/+0, where X is equal to 
the number of time counters on Infinite Hourglass, Any 
player may pay ‘3° during any upkeep to remove a time 
counter from Infinite Hourglass. ¢The ability to remove a 
counter is a phase effect. Therefore, each player can 
remove only one counter each be 5E 
tron Star 1 
1: Gain 1 life. Use this ability a when a red spell is 
successfully cast and only once for each such spell, 5E 


Ivory Cup Art 1 
1: Gain 1 life. Use this ability only when a white spell is 
successfully cast and only once for each such spell. 5E 
Jade Monolith Art 4 
1: Redirect all damage from any creature to yourself. 

(Treat further damage from that source normally.) = 


Jalum Tome Art 
2, >: Draw a card, then choose and discard a card, SE 


Jando 3 Saddlebags Art eo 
3, ©: Untap target creature. 5E 
Jayemdae Tome Art 4 
4, ©: Draw a card. 5E 
Jester’s Cap 4 


2, &, Sacrifice Jester's Cap: cone through target 
player’s library for any three cards and remove them 


from the game. Shuffle that library afterwards. 5E 
Jet Medallion Art 2 
Your black spells cost 1. less to play. TE 
Jinxed Idol 


2 
During your upkeep, Jinxed Idol deals 2 damage to you. 
Sacrifice a creature: Target opponent gains control of 
Jinxed Idol, TE 


dinxed Ring Art 2 
Whenever any card is put into your graveyard from play, 
Jinxed Ring deals 1 damage to you. Sacrifice a crea- 
ture: Target opponent gains control of Jinxed Ring per- 
manently. SH 


Joven's Tools 6 
4, ©: Target creature cannot a blocked this turn 
except by Walls. 5E 


Karn, Silver Golem Legendary AC 4/4 5 
Whenever Karn, Silver Golem blocks or becomes 
blocked, it gets -4/+-4 until end of turn. 1: Target non- 
creature artifact is an artifact creature with power and 
toughness each equal to its casting cost until end of 
tum. °That artifact retains its abilities. UZ 


Library of Len Art 

Skip your discard phase. Whenever you are forced to 
discard a card, you may put that card to the top of your 
library. Spells and abilities that require you to discard 
during their resolution are considered to force the dis- 
card, even if you choose to play the spell or ability. For 
example, using Sindbad or Wheel of Fortune is consid- 
ered a forced discard. ¢Spells and abilities that require 
you to discard as part of the cost of playing them don't 
force you to discard. This includes Land's Edge, 
Stormbind, and so on. eRemember that if a “do A or do 
B" ability calls for a discard, choosing to discard is 
treated as paying a cost and so isn’t forced. For exam- 
ple, discarding a card when Balduvian Horde comes into 
play is a choice, not a forced discard. *Cards that are 
discarded are put into your graveyard, then on top of 
your library as a triggered ability. This interacts normally 
with other triggered abilities, It also means that your 
opponent will see the cards that you put on top of your 
library. ¢You can't skip a phase that has already begun. 
If Library of Leng is tapped when your discard phase 
begins and becomes untapped during the discard phase, 
you don't end the phase prematurely. 5E 


Lifeline Art 5 
Whenever a creature is put into a graveyard and a crea- 
ture is in play, return that creature from your graveyard 
to play at the end of turn. «lf a card was a creature 
when it was put into its owner's graveyard, it is returned 
by Lifeline’s effect, regardless of whether the card is a 
creature card. For example, if a “sleeping” enchantment 
has become a creature and is then destroyed while 


AC - Artifact Creature 
Art - Artifact 


i Title 


Type P/T 


another creature is in play, Lifeline will put the enchant- 
ment back into play, but that enchantment will be 
“asleep” again. elf more than one creature and Lifeline 
are all in play, and the creatures all go to their owners’ 
graveyards at the same time (because of Wrath of God, 
for instance), Lifeline’s effect will put all of them back 
into play at end of turn. U 


Lotus Blossom Art e 
During your upkeep, you may put a petal counter on 
Lotus Blossom. «, Sacrifice Lotus Blossom: Add X 
mana of one color to your mana pool, where X is the 
number of petal counters on Lotus Blossom. Play this 
ability as a mana source. U 
Lotus Petal Art 0 
«©, Sacrifice Lotus Petal: Add one mana of any color to 
your mana pool, Play this ability as a mana source. TE 


Magnetic Web Art 

Each creature with any magnet counters on it attacks, if 
able, if any other creatures with magnet counters on 
them that the attacking player controls attack. If any 
creature with any magnet counters on it attacks, all 
creatures with magnet counters on them that the 
defending player controls block that creature if able. 1), 
®: Put a magnet counter on target creature, TE 


Mana Vault Art 1 
Mana Vault does not untap during your untap phase, At 
the end of your upkeep, if Mana Vault is tapped, it deals 
1 damage to you. “4: Untap Mana Vault at end of 
upkeep. Use this ability only during your upkeep. «: Add 
three colorless mana to your mana pool. Play this ability 
as a mana source. eMana Vault's end-of-upkeep ability 
and its ability to untap itself implicitly break the rule that 
prevents artifact abilities from being played while the arti- 
fact is tapped. ¢The ability to damage you is played at 
end of upkeep. If Mana Vault is tapped when you play its 
end-of-upkeep ability, the effect deals 1 damage to you; 
whether it's untapped at any other time is unimportant. 
Note that you can pay to untap Mana Vault, take the 
damage, and then let it untap, if you have some reason 
for lowering your life total. Contrary to past errata, the 
mana produced by Mana Vault may be used to untap 
Basalt Monoliths and Mana Vaults, and vice versa. SE 
Manakin AC 1M 2 
«©: Add one colorless mana to your mana pool. a a 
ability as a mana source. 

Madicine Ba Art ‘ 
1 ,®, Choose and discard a card: Regenerate target 
creature. EX 
Meekstone Art 1 
Creatures with power 3 or greater do not untap during 
their controllers’ untap phases. 5E 


Memory Grystal Art 3 
All nay oe are reduced by 2. EX 
Metallic Sliver AC 1 i 
Metallic Sliver counts as a Sliver. TE 
Metrognome Art 4 


When a spell or ability one of your opponents controls 
causes you to discard Metrognome, put four Gnome 
tokens into play. Treat these tokens as 1/1 artifact crea- 
tures. 4, : Put a Gnome token into play. Treat this 
token as a 1/1 artifact creature. z 


Millstone Art 

2, &: Put the top two cards of target player’s ibrary 
into his or her graveyard. eMote that this effect doesn't 
cause the cards to be discarded; it simply moves them 
into the player's graveyard. °This effect doesn’t cause 
the cards to be drawn, either. Emptying a player's 
library with it isn’t sufficient to cause the player to lose; 
the player won't lose until he or she has to draw a card 
and can’t. ‘When more than one card is put into a play- 
er's graveyard at once, that player chooses the order of 
those cards, 5E 


Mindless Automaton AC 0/0 4 
Mindless Automaton comes into play with two +1/+1 
counters on it. 1’, Choose and discard a card: Put a 
+1/+1 counter on Mindless Automaton. Remove two 
+1/+1 counters from Mindless Automaton; Draw a on 


Mishra’s Helix Art 5 
&, &: Tap X lands, US 
Mobile Fort AC 0/6 4 


Mobile Fort counts as a Wall. 3\: Mobile Fort gets +3/- 
1 until end of turn and can attack this turn as though it 
were not a Wall. Play this ability only once each turn.US 
Mogg Cannon Art a 
: Target creature you control gets +1/+0 and gains 
flying until end of turn, At end of turn, destroy that 
creature. T 


Mox Diamond Art 

When Mox Diamond comes into play, choose and dis- 
card a land card or sacrifice Mox Diamond. @: Add one 
mana of any color to your mana pool. Play this ability as 
a mana source. SH 


Nevinyrral’s Disk Art 

Nevinyrral’s Disk comes into play tapped. 1, >: 
Destroy all artifacts, creatures, and enchantments, 
Because all artifacts, creatures, and enchantments are 
destroyed at the same time, enchantments on creatures 
may be used to regenerate them. 

Noetic Scales Art 4 
During each player's upkeep, return to owner's hand 
each creature that player controls with power greater 
than the number of cards in his or her hand. 


MS - Mana Source 
Su - Summon 


Cost ? 


Ench - Enchantment 
Inst - Instant 


Title 


Null Brooch Art 4 
2',@, Discard your hand: Counter target noncreature 
spell. Play this ability as an interrupt. EX 
Ohelisk of Undoing = art t 
6, : Return target permanent you control and own 
to your hand. *7his ability can target tokens, because they're 
owned by whomever controlled the effect that ‘generated them. 
Remember that a token would leave the game permanently after 
eing put into your hand. 5E 


Ornithopter 
Flying. 
Patchwork Gnomes = AC 2/1 3 
Choose and discard a card: Regenerate Patchwork 
Gnomes. TE 


Pearl Medallion Art Q 
Your white spells cost ‘1 less to play. TE 


cot m of the Ages Art 4 

revent all damage to you from one source, 

( Treat further damage from that source normally.) This 
ability prevents only the damage being dealt during the 

current damage-prevention step, not damage dealt earli- 
er or later. 5E 


Phyrexian Colossus AC 8/8 @ 
Phyrexian Colossus does not untap during your untap 
phase. Pay 8 life: Untap Phyrexian Colossus, Phyrexian 
Colossus cannot be blocked by fewer than three os 
tures. 


Phyrexian Grimoire = Art 4 
©: An opponent chooses a card from the top two cards 
in your graveyard. Remove that card from the game and 
put the other into your hand. *See Cursed Scroll for 
related rulings. 


Type P/T 


AC 0/2 0 


Phyrexian Hulk AC 5/4 * 
Phyrexian Processor Art 4 


When Phyrexian Processor comes into play, pay any 
amount of life. 4, @: Put a Minion token into play. 
Treat this token as a black creature with power an 
toughness each equal to the amount of life paid at the 
time Phyrexian Processor came into play. 


Phyrexian Splicer Art 2 

2, ©: Choose flying, first strike, trample, or shadow. 
Target creature with that ability loses it until end of 
pu Another target creature gains that ability until 
of turn. 


aE 


Pit apy Art o 
acrifice Pit Trap: Destroy target attacking crea- 

ie without flying. That creature cannot be regenerated 

this turn, US 


Portcullis Art 4 

Whenever any creature comes into play, if there are two 
or more other creatures in play, set that creature aside. 
If Portcullis leaves play, put the creature into play under 
its owner's control. SH 
Primal Clay AG ee a 

When you “a Primal Clay, choose one-Primal Clay is a 
2/2 artifact creature with flying; or Primal Clay is a 3/3 
artifact creature; or Primal Clay is a 1/6 artifact crea- 

ture that counts as a Wall. Cards that copy Primal Clay 
are stuck with whichever form was chosen for the origi- 
nal Primal Clay. 5E 


Sg Strings 


Tap or untap target fies 


Purging Scythe 

During your upkeep, Purging A deals 2 damage 7 
the creature with the lowest toughness. If two or more 
creatures are tied for the lowest toughness, you decide to 
which creature Purging Scythe deals damage. US 
Rod of Ruin Art 4 
3, : Rod of Ruin deals 1 damage to target creature 
or player. 5E 


Art a 
ug 


Ruby Medallion Art 2 
Your red spells cost ‘1. less to play. TE 
Sapphire Medallion — Art Q 
Your blue spells cost 1° less to play. TE 
Sealding Tongs Art 2 


During your upkeep, if you have three or fewer cards in 
your hand, Scalding Tongs deals 1 damage to target 
Opponent. r 
Scroll Rack Art 

, >: Choose any number of cards in your hand a 
wie them from the game. Put an equal number of 
cards from the top of your library into your hand. Then 
put the cards removed from the game with Scroll Rack 
on top of your library in any order. TE 
Serpent Generator Art 6 
4, @: Put a Poison Snake token into play. Treat this 
token as a 1/1 artifact creature. If any Poison Snake 
damages any player, he or she gets a poison counter. If 
any player has ten or more poison counters, he or she 
loses the game. 5 
Shapeshifter AC */1-* 6 
share has total power and toughness of 7, divided 
any way you choose, though neither can be more than 
7. When you play Shapeshifter, choose its power and 
toughness, During your upkeep, choose Shapeshifter’s 
power and toughness. *Setting Shapeshifter’s power and 
toughness is an upkeep ability, so it can be played only 
once each turn, Note that you're changing only its base 
power and toughness; existing modifiers are applied to 
the new power and toughness normally. 
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Title Type PT ~—Cor 
Shifting Wall AC 0/0 x 


Shifting Wall counts as a Wall. Shifting Wall comes into 
play with X +1/+1 counters on it. SH 
Skull Catapult rt 4 
1, ©, Sacrifice a creature: Skull Catapult deals 2 
damage to target creature or player. 5 
Sky kysbager Art 2 
Sacrifice Skyshaper: All creatures you control gain flying 
until end of turn. EX 
Smokestack Art 4 
During your upkeep, you may put a soot counter on 
Smokestack. During each player's upkeep, that player 
sacrifices a permanent for each soot counter on 


Smokestack, US 
Soul Net Art i 
1: Gain 1 life. Use this ability only when a creature is 


put into any graveyard from play and only once for each 
such creature. * You can play triggered abilities even if 

the source has left play by the time you play the ability. 
Thus, an animated Soul Net can give you life for its own 
destruction, 5E 
Spellbook 

stip your discard phase. 


Art 0 
EX 


Sphere of Resistance art 2 
All spells cost an additional 1 to play. EX 
Squee’s Toy Art 1 
&: Prevent 1 eae to any creature. TE 
Static Orb Art 3 


Players cannot untap more than two permanents during 
their untap phase. TE 


Sword of the Chosen Lart 2 
®: Target legend gets +2/+2 until end of turn. SH 
Tawnos’s Weaponry _ Art 2 
You may choose not to untap Tawnos’s Weaponry during 
your untap phase, 2, «: Target creature gets +1/+1 

as long as Tawnos’s Weaponry remains tapped. 5E 
Telethopter AC 3/1 4 
Tap a me you control: Telethopter gains flying until 
end of turn. TE 


— Aperture Art 2 
Shuffle your library and reveal the top card. 
Uniil end of turn, as long as that card remains on top of 
your library, you may play the card as though it were in 
your hand without paying its casting cost. (/f the spell 
has X in its casting cost, X is 0) US 
Thopter Squadron AC 0/0 5 
Flying. Thopter Squadron comes into play with three 
+1/+1 counters on it. 1, Remove a +1/+1 counter 
from Thopter Squadron: Put a Thopter token into play. 
Treat this token as a 1/1 artifact creature with flying. 
Play this ability as a sorcery. 1, Sacrifice a Thopter: 
Put a +1/+1 counter on Thopter Squadron. Play this 
ability as a sorcery. EX 
Thran Turbine Art 1 
During your upkeep, you may add up to two colorless 
mana to your mana pool. This mana cannot be spent to 
play spells, - 
Throne of Bone 

1): Gain 1 life. Use this ability ay when a black spell 
is successfully cast and only once for each such — 


Thumbscrews Art 2 
During your upkeep, if you have five or more cards in 
hand, Thumbscrews deals 1 damage to target ot 


Time Bomb Art 4 
During your upkeep, put a time counter on Time Bomb. 
1, &, Sacrifice Time Bomb: Time Bomb deals to 
each creature and player 1 damage for each time 
counter on it. 


Torture Chamber Art 3 
During your upkeep, put a pain counter on Torture 
Chamber. At the end of your turn, Torture Chamber deals 
1 damage to you for each pain counter on it. 1, ®, 
Remove all pain counters from Torture Chamber: Torture 
Chamber deals 1 damage to target creature for each 
pain counter removed in this way. 
Laer Licid AC 2/2 3 
Transmogrifying Licid counts as a Licid. 1, @: 
Transmogrifying Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 
gets +1/+1 and counts as an artifact” instead of any 
other type of permanent. Move Transmogrifying Licid 
onto target creature. You may pay 1 to end this 
effect. °/f a Licid targets itself, the effect turns the 
Licid into a creature enchantment targeting itself. 
Because it is no longer a creature, the Licid is then 
destroyed because its taget is illegal. «If you play an 
enchantment-moving ability, like Enchantment 
Alteration, on a Licid while it's an enchantment, the 
Licid remains an enchantment-it doesn’t change back 
to a creature and fall off. This is because the Licid’s 
enchantment status is a temporary effect, not a perma- 
nent change. Moving enchantments resets only perma- 
nent changes, not temporary ones. EX 
Umbilicus Art 4 
During each player's upkeep, that player pays 2 life or 
acl a permanent he or she controls to owner's 

and. 


Urza’s Armor Art 6 
Whenever a source deals damage to you, that damage 
is reduced by 1. 


Ne 


ACLE PLAYER'S GUIDE 


Type P/T 


Urza's Avenger AC 4/4 6 
0: Urza’s Avenger gets -1/-1 and gains your choice of 
banding, flying, first strike, or trample until end of me 


Urza’s Bauble Art 0 
, Sacrifice Urza’s Bauble: Look at a card you choose 
at random from target player's hand. Draw a card at 
the beginning of the next turn. 


Volrath’s Laboratory Art 

When you play Volrath’s Laboratory, choose a color a 
creature type. 5, @: Put a token creature into play. 
Treat this token as a 2/2 creature of the chosen color 
and creature type. $s 


Voltaic Key Art 1 
1, ©: Untap target artifact. US 
Wall of Junk AC Of 2 


Whenever Wall of Junk blocks, return it to owner’s 


hand at end of combat. 

Wall of $ AC 213 3 
First strike. Wall of Spears counts as a Wall. 5E 
Watchdo AC 1/2 3 


Watchdog blocks if able. As long as Watchdog is 
untapped, all creatures attacking you get -1/-0. 


Whetstone Art 3 
3: Each player puts the top two cards of his or her 
library into his or her graveyard. US 
Winter Orb Art 2 
Players cannot untap more than one land during their 
untap phases. *Animated lands are subject to both Smoke 
and Winter Orb. Allowing one to untap will use up your one 
creature and your one land for that turn. 5E 
Wirecat AC 4/3 4 
Wirecat cannot attack or block if an enchantment is in 
play. Ps 
Wooden Sphere Art 

1: Gain 1 ie Use this ability only when a green sl 
is successfully cast and only once for each such spell. 


TE 


Workhorse AC 0/0 6 
Workhorse comes into play with four +1/+1 counters 
on it. Remove a +1/+1 counter from Workhorse: Add 
one colorless mana to your mana pool. Play this ability 
as a mana source. EX 
Worn Powerstone Art 3 
Worn Powerstone comes into play tapped. >: Add two 
colorless mana to your mana pool. Play this ability - 4 


mana source. 


Abandon Hope Sore x1® 
Choose and discard X cards: Look at target opponent's 

hand and choose X of those cards. That player discards 
the chosen cards. TE 


Abyssal Horror = SuHorror 2/2 404 
Flying. When Abyssal Horror comes into play, target 
player chooses and discards two cards. US 


Abyssal Specter Su Specter 2/3 24 
Flying. If Abyssal Specter damages any player, he or 

she chooses and discards a card. *Discarding the card 
is a side effect of the damage, so it happens only if the 
Specter successfully deals damage. 5E 


Animate Dead Ench 1® 
When you play Animate Dead, choose target creature 
card in any graveyard. When Animate Dead comes into 
play, put that creature into play and Animate Dead 
becomes a creature enchantment that targets the crea- 
ture. Enchanted creature gets -1/-0. If Animate Dead 
leaves play, destroy the creature. The creature cannot 
be regenerated this turn. *Animate Dead can target only 
creature cards in any graveyard. Once it's in play, it 
becomes a creature enchantment that targets only the 
animated creature. This is the only legal target, and 
can't be affected by Enchantment Alteration and so 
forth. *A creature's abilities don’t apply while the crea- 
ture card is in the graveyard. For example, a White 
Knight card in the graveyard doesn’t have protection 
from black, so it can be the target of Animate Dead. 
However, once the Knight comes into play, its protection 
from black will take effect, causing the enchantment to 
be destroyed, which will then destroy the Knight 5E 


Ashes to Ashes Sorc 1&® 
Remove two target nonartifact creatures from the 
game. Ashes to Ashes deals 5 damage to you. 
Targeted effects fizzle against each target individually, 
and their non-targeted portions fail if and only if the 
effect fizzles against all targets. So if Ashes to Ashes 
fizzles against one target, it affects the other one nor- 
mally, and you take 5 damage. If it fizzles against ot 
targets, ‘ids take no aan 


Bad Moo 1 : 
All black nee get rent 5E 
Befoul Sore 288 


Destroy target land or nonblack creature. A creature 
destroyed this way cannot be regenerated this tum. US 
Bellowing Fiend = Su Spirit 3/3 4m 
Flying. Whenever Bellowing Fiend damages any crea- 
ture, Bellowing Fiend deals 3 damage to that creature's 
controller and 3 damage to you. TE 
Bereavement Ench if 
Whenever a green creature is put into a graveyard from 


AC - Artifact Creature 
Art - Artifact 


Cost 


Title Type P/T Cost : 
play, its controller chooses and discards a card. US 
Black Knight Su Knight 2/2 ee 
First strike, protection from white. 5E 


Blight EL ee 
If enchanted land becomes tapped, destroy it at end of 
turn. 5E 
Blood Pet Su Thull 1/1 2 
Sacrifice Blood Pet: Add 4 to your mana pool. Play 
this ability as a mana source. TE 
Blood Vassal Su Thrull 2/2 2¢ 
Sacrifice Blood Vassal: Add 44 to your mana pool. 
Play this ability as a mana source. US 


Bog Imp Sulmp 1/1 re 
Flying. 5E 
Bog Raiders Su Zombies 2/2 2 
Swampwalk. US 
Bog Rats SuRats 1/1 7 
Bout Rats cannot be blocked by Wall 5E 
Bog Wraith Su Wraith 3/3 3 . 
Swampwalk. 

Bottomless Pit 


Ench os 
During each player's upkeep, that player deat a card 
at random. SH 
Bounty Hunter  SuMinion 2/2 24% 
>: Put a bounty counter on target nonblack creature. 
«>: Destroy target creature with any bounty counters 
on it. 

Breach Inst 2% 
Target creature gets +2/+0 until end of turn. That crea- 
ture cannot be blocked except by artifact creatures and 
black creatures this turn. US 


Breeding Pit Ench 3® 
During your upkeep, pay 44 or sacrifice Breeding Pit. 
At the end of your turn, put a Thrull token into play. 

Treat this token as a 0/1 black creature. Hs 


Broken Visage Inst A® 
Destroy target nonartifact attacking creature and put a 
Shadow token into play. The destroyed creature cannot 
be regenerated this turn. Treat this token as a black 
creature with the same power and toughness as the 
targeted creature. At end of turn, sacrifice the token. 
*The token has power and toughness equal to the cur- 
rent power and toughness of the target, including 
bonuses from effects such as Bad Moon's or Giant 
Growth’s. For example, if Broken Visage targets a Black 
Knight (normally 2/2) while a Bad Moon is in play 
(making the Knight 3/3), the Visage token will be a 3/3 
creature that in turn gets the Bad Moon bonus, so it will 
be 4/4. * Tokens enter play under the control of whoever 
controls the effect that produces them, so you get the 
Shadow token regardless of who controls the targeted 
creature. 5E 


Brush with Death Sore 2@ 
Buyback 2 44. Target opponent loses 2 life. You gain 
2 life. SH 
Cackling Fiend  SuZombie 2/1 2% 


When Cackling Fiend comes into play, each of your 
opponents chooses and discards a card, US 
Cannibalize Sorc 1% 
Choose a player and two target creatures controlled ty 
that player. Remove one of those creatures from the 
game and put two +1/+1 counters on the other. © SH 


Carnophage Su Zombie 2/2 ® 
During your upkeep, pay 1 life or tap Carnophage. EX 
Carrion Ants SuAnts O/1 24% 
1: Carrion Ants gets +1/+1 until end of turn. 

Carrion Beetles Sulnsects 1/1 ® 


2 &, : Remove from the game up to three target 
cards in one graveyard. US 
Carrionette Su Skeleton 1/1 1® 
2: Remove Carrionette and target creature from 
the game. That creature's controller may pay 2 to 
counter this ability. Use this ability only if Carrionette is in 
your graveyard. TE 
Cat Burglar Su Minion 2/2 3 
2 ®, ©: Target player chooses and discards a card. 
Play this ability as a sorcery. EX 


Cloak of Confusion EC 

©: Defending player discards a card at random. 
Enchanted creature deals no combat damage this turn. 
Use this ability only if enchanted creature is attacking 
and unblocked and only once each turn. 5E 


1% 


Clot Sliver Su Sliver 1/1 1e 
Each Sliver gains “ 2: Regenerate this creature” TE 
Coercion Sore 2& 


Look at target opponent's hand and choose one of those 
cards. That player discards that card. TE 
Coffin Queen Su Wizard = 1/1 2 
You may choose not to untap Coffin Queen during your 
untap phase. 2 4, : Choose target creature card in 
any graveyard and put that creature into play under 
your control. Remove the creature from the game if 
Coffin Queen becomes untapped or if you lose control 
of Coffin Queen. *Coffin Queen's second ability has two 
effects. First, it puts a creature card into play; this is a 
one-time effect. Second, it sets up an ongoing effect 
that tracks what happens to the Coffin Queen. If a crea- 
ture put into play by Coffin Queen phases out, the ongo- 
ing effect that links the creature to the Coffin Queen's 
status will end. After it phases back in, it'll be unaffect- 
ed by the Coffin Queen's status. eRemember that the 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
creature doesn’t actually depend on Coffin Queen to 
stay in play. Once the one-time effect mentioned above 
resolves, the creature is simply in play, just like any 
other creature. This means that itll phase in and out 
normally, just as if it were a creature brought back into 
play by, say, Strands of Night. TE 
Commander Greveni-Vec su Legend 7/5 3. a 
When Commander Greven /-Vec comes into play, sacri- 
fice a creature. Greven cannot be blacked except by 
artifact creatures and black creatures, TE 
Contamination Ench 

During your upkeep, sacrifice a creature or sacrifice 
Contamination. Whenever a land is tapped for mana, it 
produces 4 instead of its normal type and amount.US 


Corpse Dance Inst 2% 
Buyback 2. Take the top creature card in your grave- 
yard and put that creature into play. The creature is 
unaffected by summoning sickness this turn. Remove 
the creature from the game at end of turn. TE 


Corrupt Sore 5% 
Corrupt deals 1 damage to target creature or player for 
each swamp you control. When Corrupt successfully 
deals damage to a creature or player, gain life equal to 
that damage. US 
cetrunthg Licid  Sulicid 2/2 2m 
®, &: Corrupting Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 
cannot be blocked except by artifact creatures and black 
creatures” instead of a creature, Move Corrupting Licid 
onto target creature. You may pay 4 to end this effect. 
See Transmogrifying Licid for related rulings. SH 
Crazed Skirge Sulmp 2/2 3® 
Flying. Crazed Skirge is unaffected by summoning sick- 
ness. US 
Crovax the Cursedsu Legend 0/0 2% 
Crovax the Cursed counts as a Vampire. Crovax comes 
into play with four +1/+1 counters on it. During your 
upkeep, sacrifice a creature and put a +1/+1 counter on 
Crovax, or remove a +1/+1 counter from Crovax. 
@: Crovax gains flying until end of turn, SH 
Culling the Weak ® 
Sacrifice a creature: Add 4 4% to your mana Sa 


Cursed Flesh EC 

Enchanted creature gets -1/-1 and cannot be blocked 
except by artifact creatures and creatures, EX 
Cursed Land 20H 
During the upkeep of enchanted bn 's controller, 
Cursed Land deals 1 damage to him or her. 

Dark Banishin Inst 2 
Destroy target nonblack creature. That creature cannot 
be regenerated this turn. TE 
Dark Pet h Su Horror 3/3 4 4B a 
Flying. When Dark Hatchling comes into play, destroy 
target nonblack creature. That creature cannot be 
regenerated this turn, 


2% 


Dark Ritual MS g 
Add 444 to your mana pool. 5E,TEUS 
Darkest Hour Ench ® 
All creatures are black. US 
Darkling Stalker Su Spirit 1/1 3m 


®: anette Darkling Stalker. #: Darkling Stalker 
gets +1/+1 until end of turn. TE 
Dauthi Cutthroat Su Minion 1/1 De 
Shadow. 1 48, : Destroy target creature with shad- 
ow. EX 
Dauthi Embrace Ench 20 
& ®: Target creature gains shadow until end of ba 


Dauthi Ghoul Su Zombie 1/1 1 
Shadow. Whenever any creature with shadow is put into 
any graveyard from play, put a +1/+1 counter on 
Dauthi Ghoul. TE 
Dauthi Horror Su Beast 2/1 1s 
Shadow. Dauthi Horror cannot be blocked by white 
creatures. TE 
Dauthi Jackal Su Hound 2/1 2 
Shadow. 448, Sacrifice Dauthi Jackal: Destroy target 
blocking creature. EX 


Dauthi Marauder Su Minion 3/1 2% 
Shadow. TE 
Dauthi Mercenary Su Knight 2/1 2m 


Shadow. 1 4: Dauthi Mercenary gets +1/+0 until end 
of turn. TE 
Dauthi la Su Minion — 2/1 3@ 
Shadow. Sacrifice Dauthi Mindripper: Defending player 

chooses and discards three cards. Use this ability only if 


Dauthi Mindripper is attacking and unblocked. TE 
Dauthi Slayer Su Soldier 2/2 Se 
Shadow. Each turn, Dauthi Slayer attacks if able. TE 
Dauthi Trapper = Su Minion = 1/1 2” 


>: Target creature gains shadow until end of turn. SH 
Dauthi Warlord Su Soldier = */1 1® 
Shadow. Dauthi Warlord has power equal to the number 
of creatures with shadow in play. EX 
Death Pits of Rath = Ench Be 
Whenever any creature is dealt damage, destroy it. That 
creature, cannot be regenerated this turn. E 
Death Stroke 

Destroy target tapped creature. 


Sorc Pe 
SH 


Sor - Sorcery 


Title 


Death’s Duet Sore 2 
Return two target creature cards from your graveyard 

to your hand. EX 
Deathgrip Ench Pe 
BR: ne target green spell. Play this ability as an 
interrupt. 5E 


Type P/T 


Derelor Su Thrull 4/4 ae 
Your black spells cost an additional 4 to play. 5E 
Despondency EC 1e 


Enchanted creature gets -2/-0. When Despondency is 
put into a graveyard from play, return Despondency to 
owner's hand. U 


Diabolic Edict Inst 1® 
Target player sacrifices a creature. TE 
Diabolic Servitude — Ench 3@ 


When Diabolic Servitude comes into play, choose target 
creature card in your graveyard and put that creature 
into play. When the chosen creature is put into a grave- 
yard, remove the creature from the game and return 
Diabolic Servitude to owner's hand. When Diabolic 
Servitude leaves play, remove the chosen creature from 
the game. US 


Discordant Dirge Ench 3B 
During your upkeep, you may put a verse counter on 
Discordant Dirge. , Sacrifice Discordant Dirge: Look at 
target opponent's hand and choose up to X of those 
cards, where X is the number of verse counters on 
Discordant Dirge. That player discards those cards. US 


Disturbed Burial Sore 1e 
Buyback 3°. Return target creature card from your 
graveyard to your hand. TE 
Drain Life Sore Le 
&: Drain Life deals X damage to target creature or 
player. Spend only black mana in this way. Gain 1 life 
for each 1 damage dealt, but not more than the tough- 
ness of the creature or the life total of the player Drain 
Life damages. * You decide haw much #: to spend on 
dealing damage as you play the spell and spend the 
mana at that time. You can’t change your mind later 
and deal more or less damage than that for which you 


originally paid. 5E 
Dread of Night Ench & 
All white creatures get -1/-1. TE 
Dregs of Sorrow Sore x4 
Destroy X target nonblack creatures. Draw X cards. TE 
Drudge Skeletons Su Skeletons 1/1 1® 
@: Regenerate. 5E 
Dungeon Shade = SuSpirit 1/1 3@ 


Flying. #: Dungeon Shade gets +1/+1 until end of 
turn. SH 


Duress Sore 
Look at target opponent’s hand and choose a noncrea- 
ture, nonland card there. That player discards that eat 


Eastern Paladin Su Knight 3/3 
®®, >: Destroy target green creature. 
Endless Scream EC % 
Enchanted creature gets +X/+0. * The value of X is set 
when the spell is cast and does not revert to zero when 
the enchantment is in play, even though in the cast- 
ing cost becorfes zero. Moving Endless Scream onto 
another creature doesn’t change the value of X, but sac- 
ae it using a Faith Healers ability will only give you 
life. TE 


298 
US 


Enfeeblement EC QF 
Enchanted creature gets -2/-2. TE 
Eniruple Specter SuSpirt ** 34% 
Flying. Entropic Specter has power and toughness each 


equal to the number of cards in target opponent's hand. 
If Entropic Specter damages any player, that player 
chooses and discards a card. EX 
Erg Raiders Su Raiders 2/3 1® 
At the end of your turn, Erg Raiders deals 2 damage to 
i if it did not attack this turn. Ignore this effect if 

tg Raiders has summoning sickness. *At the end of 
your turn, Erg Raiders checks to see whether it 
attacked that turn. If it didn’t, then it damages you. 
The effect is ignored only if Erg Raiders has summon- 
ing sickness, 5E 
Evil Eye of Orms-by-Gore Su Evil Eye 3/6 4 
Evil Eye of Orms-by-Gore cannot be blocked except by 
pe Except for Evil Eyes, creatures you control el 
attack. 5 


Evil Presence EL e 
Enchanted land is a swamp. 5E 
Evincar’s Justice Sore 298 


Buyback 3°. Evincar’s Justice deals 2 damage to each 
creature and player. TE 
Exhume Sore 1s 
Each player chooses a creature card in his or her 
graveyard and puts that creature into play. 

Expunge Inst 28 
Deetny a nonartifact, nonblack creature, That crea- 
ture cannot be regenerated this turn. Cycling 2. US 
Extinction Sore 4@ 
Destroy all creatures of any creature type of your 
choice. 

Fallen Angel SuAngel 3/3 34@ 
Flying. Sacrifice a creature: Fallen Angel gets +2/+1 
until end of turn 5E 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost : 


Title Type P/T 
Fear 2 
Enchanted creature cannot be baked except by arti- 

fact creatures and black creatures. 5E 


Fevered Convulsions Ench PR 
2: Put a -1/-1 counter on target creature. TE 
Flesh Reaver SuHorror 4/4 1e 


Whenever Flesh Reaver successfully deals damage to a 
Creature or opponent, Flesh Reaver deals an equal 
amount of damage to you. ~ 
Foul Imp Sulmp 2/2 

Flying. When Foul Imp comes into play, lose 2 life. ot 


Frozen Shade Su Shade 0/1 2 
®: +1/+1 until end of turn. 5E 
Fugue Sore 3O® 
Target player chooses and ean three cards, EX 
Funeral March EC 1 


If enchanted creature leaves play, its controller sacri- 
fices a creature, 5E 


Hose ’Em Down 


While developing Urza's Saga, Magic R&D y 
way buyback spells could work over any deck 


deck’s player just sat there and took it R&D'S re 


nicknamed “Capsize This!” during playtesting 
of Gix. This artifact, with a casting cost of O 
vation cost of 1, allows you to easily give any 


way to fizzle buyback spells that target a permant 


Gloom Ench 29 
White spells cost an additional 3° to play. Activated 
abilities requiring an activation cost of white enchant- 
ments cost an additional 3. to play. *Although Gloom 
increases the cost to play a white spell or use the ability 
of a white enchantment, it doesn’t increase the casting 
cost of the spell or the activation cost of the enchant- 
ment. For example, Spell Blasting a Disenchant costs 

2: even if Gloom is in play. Likewise, an effect that 
reduces the activation cost of your enchantments could- 
n't reduce the mana payment required by Gloom. «The 
effect applies only to the activation costs of enchant- 
ments, not to other casts such as upkeep costs. 5E 


Grave Pact Ench 1See 
Whenever any creature you control is put into any 
graveyard, each other player sacrifices a creature. SH 
Gravedigger Su Zombie 2/2 3@ 
When Gravedigger comes into play, you may return target 
creature card from your graveyard to your hand. 


Greater Werewolf Su Lycanthrope 2/4 4@ 
At end of combat, put a -0/-2 counter on each crea- 
ture blocking or blocked by Greater Werewolf. «This 
ability is played at end of combat rather than trigger- 
ing when blockers are declared, so killing the 
Werewolf during combat will prevent its ability from 
being played. 5E 
Grollub Su Beast 3/3 2e 
For each 1 damage dealt to Grollub, each opponent 
gains 1 life. EX 
Hatred In 322 
Pay % life: Target creature gets sK/+0 until end of 
turn. EX 
Hecatomb Ench L&E 
When Hecatomb comes into play, sacrifice four creatures 
or sacrifice Hecatomb. Tap a swamp you control: 
Hecatomb deals 1 damage to target creature or player. °/f 
you control at least four creatures when Hecatomb’s 
“comes into play” effect resolves, you may choose four of 
them and sacrifice them. If you decide not to or don’t 
have enough creatures, Hecatomb is buried. 

Hollow vial SuHounds 3/3 4® 
Whenever Hollow Dogs attacks, it gets +2/+0 until end 
of turn. US 
Howl from Beyond 
Target creature gets +X/+0 until end of turn. 


Ill-Gotten Gains Sore 22 
Remove Ill-Gotten Gains from the game. All players dis- 
card their hands, then each player puts up to three cards 
from his or her graveyard into his or her hand. *You may 
choose the cards just discarded as part of Il/-Gotten 
Gains’ effect, since discarding your hand and choosing 
three cards from your graveyard are part of resolution 
and happen in that order. US 


Imps’ Taunt Inst 1e 
Buyback 3°. Target creature attacks this turn if able. TE 


Initiates of the Ebon Hand Su Clerics 11 & 
1: Add # to your mana pool, If 4 or more is spent in 
this way during one turn, sacrifice Initiates of the Ebon 
Hand at end of turn. Play this ability as a mana source. 
The mana spent to play this ability isn’t simply changed 
from 1 to &. The colorless mana is spent, and black 
mana is added to your pool. 5E 


Keeper of the Dead Su Wizard 1/2 SP 
, ©: Destroy target nonblack creature. Play this abil- 
ity only if that creature's controller has at least two 
fewer creature cards in his or her graveyard than you 
have in yours. EX 


Inst xX® 
5E 


ST - Stronghold 


EX- Exodus US - Urza’s Saga 


Cost : 


Title Type P/T C 

Kezzerdrix SuBeast 4/4 2 
First strike. During your upkeep, if your opponents control 
no creatures, Kezzerdrix deals 4 damage to you. TE 


Kjeldoran Dead = SuDead 3/1 & 
en Kjeldoran Dead comes into play, sacrifice a crea- 
ture. &: Regenerate Kjeldoran Dead. * When Kjeldoran 
Dead's “comes into play” effect resolves, you choose and 
sacrifice a creature. If Kjeldoran Dead is your only crea- 
ture in play at that time, you sacrifice it 5E 
Knight of Dusk = SuKnight 2/2 104 
>: Destroy target creature blocking Knight of i 


Knight of Stromgaldsu Knight 2/1 PP 
Protection from white. 4: Knight of Stromgald gains 

first strike until end of turn. 44%: Knight of Stromgald 
gets +1/+0 until end of turn. 5E 


it, pen hae one day it woul 
the way to Phyrexia. ido 


Krovikan Fetish EC 29 

Draw a card at the beginning of the turn after Krovikan 

Fetish comes into play. Enchanted creature gets su 
5 


Lab Rats Sorc > 
Buyback 4 . Put a Rat token into “nd Treat this token 
as a 1/1 black creature. SH 


Leeching Licid Sulicid 1/1 1® 
®, ©: Leeching Licid loses all abilities and becomes a 
creature enchantment that reads “During the upkeep of 
enchanted creature's controller, Leeching Licid deals 1 
damage to that player” instead of any other type of 
permanent. Move Leeching Licid onto target creature. 
You may pay # to end this effect. *See ery 
ing Licid for related rulings. 


Leshrac’s Rite EC ; 
Enchanted creature gains swampwalk. 5E 
Living Death Sore 3O2 


Remove from the game all creature cards in all grave- 
yards. Then, put each creature that is in play into its 
owner's graveyard. Then, take each creature card 
removed from the game with Living Death and put it 
into play under its owner's control. TE 


Looming Shade  SuShade 1/1 2m 
®- Looming Shade gets +1/+1 until end of tum. US 
Lord of the Pit SuDemon 7/7 44@@ 


Flying, trample. During your upkeep, sacrifice a creature 
other than Lord of the Pit. If you cannot, Lord of the Pit 
deals 7 damage to you. * This upkeep costs is mandato- 
ty. If you have any other creatures in play at the time 
you play Lord of the Pit's upkeep ability, you must sac- 
rifice one of them. If you can’t, Lord of the Pit deals 7 
damage to you. This damage may be prevented normal- 
ly-for example, with a CoP. «Because the sacrifice is a 
cost, you can sacrifice one Lord of the Pit to another, 
but you can't sacrifice two Lords of the Pit to each 
other. Paying one Lord's upkeep cost removes the other 
from play, thereby preventing you from paying the 
other's upkeep cost. 5E 


Lost Soul SuLost Soul 2/1 14 
Swampwalk. 5E 
Lurking Evil Ench PPP 


Pay half your life, rounded up: Lurking Evil becomes a 
4/4 creature with flying that counts as a Horror. US 
Maddening Im Sulmp 1/1 2% 
Flying. : All non-Wall creatures target opponent con- 
trols attack this turn if able. At end of turn, destroy 
each of those creatures that did not attack. Use this 
ability only during target opponent's turn and only 
before combat. 

Mana Leech Su Worm 1/1 2@ 
You may choose not to untap Mana Leech during your 
untap phase. : Tap target land. As long as Mana 
Leech remains tapped, that land does not untap during 
its controller's untap phase. US 
Marsh Lurker Su Beast 3/2 3m 
Sacrifice a swamp: Marsh Lurker cannot be blocked this 
tum except by artifact creatures and black creatures. TE 
Megrim Ench 2m 
Whenever any opponent discards a card, Megrim deals 
2 damage to him or her. SH 
Mind baer Su Insects 2/2 3® 
When Mind Maggots comes into play, choose and dis- 
card any number of creature cards. For each card dis- 


Type - P/T Cost 
carded this way, put two +1/+1 counters on Mind 

Maggots. EX 
Mind Peel Sore ® 
Buyback 2 44®. Target player chooses and discards a 
card, SH 


Mind Ravel Sore 20 
Target player chooses and discards a card. Draw a card 
at the beginning of the next turn. * This spell doesn’t fiz- 
Zle if the target has no cards, so you'll draw your card 

regardless, 5E 
Mind Warp Sore x3e 
Look at target player’s hand. He or am discards X cards 
of your choice. 5E 


Mindstab Thrull SuThull 22 19@ 
Sacrifice Mindstab Thrull: Defending player chooses and 
discards three cards. Use this ability only if Mindstab 

Thrull is attacking and unblocked. 5E 


Mindwarper Su Spirit 0/0 24% 
Mindwarper comes into play with three +1/+1 counters 
on it. 24%, Remove a +1/+1 counter from 
Mindwarper: Target player chooses and discards a card. 
Play this ability as a sorcery. SH 
Mindwhip Sliver Su Sliver 2/2 22 
Each Sliver gains “ 2', Sacrifice this creature: Target 
player discards a card at random, Play this ability as a 
sorcery.” TE 


Minion of the Wastes Su Minion */* 3a 
Trample. When you play Minion of the Wastes, pay any 
amount of life. Minion of the Wastes has power and 
toughness each equal to that amounts When Minion of 
the Wastes is about to come into play by any means 
other than being cast, you must choose an amount of life 
and pay it before Minion comes into play. 

Mole Worms Su Worms 1/1 2m 
You may choose not to untap Mole Worms during your 
untap phase. ©: Tap target land. As long as Mole 
Worms remains tapped, that land does not untap during 
its controller’s untap phase. 5E 
Morgue Thrull = SuThrull_ 2/2 2% 
Sacrifice Morgue Thrull: Put the top three cards of your 
library into your graveyard. SH 
Mortuary Ench ae 
Whenever any creature is put into your graveyard from 
play, put that creature on top of your library. 

Murk Dwellerssu Murk Dwellers 2/2 3® 
If Murk Dwellers attacks and is not blocked, it gets 
+2/+0 until end of turn. 


Nausea Sore 1e 
All creatures get -1/-1 until end rt turn. EX 
Necrite SuThrull 2/2 1 


Sacrifice Necrite: Destroy target creature defending 
player controls. That creature cannot be regenerated 
this turn. Use this ability only if Necrite is attacking and 
unblocked. 5E 


Necrologia Inst 32 
Play Necrologia only during your discard phase. Pay X 
life: Draw X cards. EX 


Necropotence Ench EPS 
Skip your draw phase. Whenever you discard a card, 
remove that card from the game. Pay 1 life: Remove 
the top card of your library from the game face down. 
At the beginning of your discard phase, put that card 
into your hand. *MWecropotence doesn’t cause you to 
skip your draw phase unless it’s in play when the phase 
begins. For example, you may skip your draw phase for 
effects such as Pursuit of Knowledge’s prior to when 
Necropotence would cause you to skip it. If another 
effect, such as the death of an Ivory Gargoyle, also 
causes you to skip that phase, you choose which effect 
actually causes you to skip it. If Necropotence's effect 
lets you skip the phase, you'll still have to skip one later 
for the other effects. * The activated ability removes 
cards from your library immediately, and puts them into 
your hand at the beginning of your next discard phase. 
The cards are put into your hand by Necropotence’s 
effect, not by the card itself, so you'll get them even if 
it leaves play. All cards you discard are removed from 
the game, even if you discard them to somewhere other 
than your graveyard. This includes cards that are dis- 
carded as a cost. 5E 


Nether Shadow SuShadow 1/1 RH 
Nether Shadow is unaffected by summoning sickness. 
At the end of your upkeep, if Nether Shadow is in your 
graveyard with at least three creature cards above it, 
you may put Nether Shadow into play. * This is a phase 
ability rather than an activated ability so Nether Shadow 
may be returned to play only once each turn. 5E 
Nightmare Su Nightmare */* 5& 
Flying. Nightmare has power and toughness each ae 
to the number of swamps you control. 


No Rest for the Wicked Ench i > 
Sacrifice No Rest for the Wicked: Return to your hand 
all creature cards put into your graveyard from play i. 
turn. 


Oath of Ghouls Ench 1® 
During each player's upkeep, if there are more creature 
cards in that player’s graveyard than in target oppo- 
Nent’s graveyard, the player may return target creature 
card from his or her graveyard to his or her hand, EX 
Opp pression Ench 1S® 
Whenever a player successfully casts a spell, that 
player chooses and discards a card. US 


Title ~ Type P/T 


Order of Yawgmoth Su Knight 2/2 20% 
Order of Yawgmoth cannot be blocked except by arti- 
fact creatures and black creatures. Whenever Order of 
Yawgmoth successfully deals damage to a player, that 
player chooses and discards a card. US 
Paralyze EC 

When Paralyze comes into play, tap enchanted creature. 
Enchanted creature does not untap during its controller’s 
untap phase. That player may pay an additional 4 during 
his or her upkeep to untap it. Because the untap cost is 
paid during upkeep, it may be paid more than once each 
turn. Untap costs are cumulative, so two Paralyzes 
increase untap cost to 8. 


Parasitic Bond EC ae 
During the upkeep of enchanted creature's controller, 
Parasitic Bond deals 2 damage to that player. US 
Perish Sorc 2% 
Destroy all green creatures. Those creatures cannot be 
regenerated this turn. TE 


Persecute Sore 22h 
Choose a color. Look at target player's hand. That play- 
er discards all cards of the chosen color. US 
Pestilence Ench 22h 


At the end of any turn, if there are no creatures in play, 
sacrifice Pestilence. 4: Pestilence deals 1 damage to 
each creature and player. °/f another “at end of turn” 
ability is scheduled to produce a creature or to remove 
the last creature from play, you can choose whether or 
not to play it before Pestilence’s ability. Effects that last 
until end of turn, such as animating a Mishra’s Factory, 
end before Pestilence checks for creatures. 5E,US 


Phyrexian Ghoul Su Zombie 2/2 20 
Sacrifice a creature: Phyrexian Ghoul gets +2/+2 until 
end of turn. US 
Pit Imp Sulmp 0/1 ® 
Flying. 4: Pit Imp gets +1/+0 until end of turn. You can- 
not spend more than 4% in this way each turn. TE 
Pit Scorpion Su Scorpion 1/1 er 
If Pit Scorpion damages any player, he or she gets a 
poison counter. If any player has ten or more poison 
counters, he or she loses the game. 


Pit Spawn Su Beast 6/4 4a 
First strike. During your upkeep, pay 44 or sacrifice 
Pit Spawn. If Pit Spawn damages any creature, remove 
that creature from the game. EX 
Plague Rats Su Rats */* 2% 
Plague Rats has power and toughness each equal to 
the number of Plague Rats in play. 


Plaguebearer Su Zombie 1/1 1® 
XX @: Destroy target nonblack creature with total 
casting cost equal to . EX 
Planar Void Ench ® 
Whenever a card is put into a graveyard, remove that 
card from the game. US 


Pox Sorc POD 
Each player loses 1/3 of his or her life; then chooses 
and discards 1/3 of his or her hand; then sacrifices 1/3 
of the creatures he or she controls; and then sacrifices 
1/3 of the lands he or she controls. Round each loss up. 
This spell doesn't use the word “target,” so it's not 
targeted in any way. White Knights, Pincher Beetles, 
and so on are counted and sacrificed just like any other 
creature. GE 


Priest of Gix Su Minion 2/1 2% 
When Priest of Gix comes into play, add 4 to 
your mana pool. US 
Rabid Rats Su Rats 1/1 Le 
&: Target blocking creature gets -1/-1 until end of 
turn. 


ia Man SuRagMan 2/1 2:44 
% &, : Look at target opponent’s hand, That 
player discards a creature card at random. Use this 
ability only during your turn. 

Rain of Filth Inst CJ 
Each land you control gains “Sacrifice this land: Add & 
to your mana pool” until end of turn. °/f a triggered effect 
such as Spreading Algae would cause one of your lands to 
be destroyed when tapped, the effect of Rain of Filth 
would allow you to sacrifice it in response, since this abili- 
ty is played as a mana source. Rain of Filth, however, 
must already be in effect to use its ability. 


Rain of Tears Sore Les 
Destroy target land. TE 
Raise Dead Sore 


Return target creature card in your graveyard to your 
hand. 5E 
Rats of Rath Su Rats 2/1 1@ 
: Destroy target artifact, creature, or land you con- 
trol, TE 
Ravenous Skirge  Sulmp 1/1 2® 
Flying. Whenever Ravenous Skirge attacks, it gets 
+2/+0 until end of turn. 

Reanimate Sore 

Put target creature card from any graveyard into play 
under your control. Lose life equal to that creature’s 
total casting cost. 

Reckless Spite Inst 12 
Destroy two target nonblack creatures, Lose 6 life. TE 
Reclusive Wight Su Minion 4/4 ae 
During your upkeep, if you control any other nonland 
permanents, sacrifice Reclusive Wight. U 


o 


Cost : 


ACLE PLAYER’S GUIDE 


Title Type P/T 


Recurring Nightmare  Ench 2 
Sacrifice a creature, Return Recurring Nightmare to 
owner’s hand: Put target creature card from your 
graveyard into play. Play this ability as a sorcery. EX 
Reprocess Sore 20% 
Sacrifice any number of artifacts, creatures, and/or lands 
and draw a card for each one sacrificed this way. US 
Revenant Su Spirit */* 4g 
Flying. Revenant has power and toughness each equal 
to the number of creature cards in your graveyard. SH 
Sadistic Glee EC e 
Whenever any creature is put into any graveyard from 


play, put a +1/+1 counter on enchanted creature. TE 
Sanguine Guard SuKnight 2/2 Te 
First strike. 14: Regenerate Sanguine Guard. US 
Sarcomancy Ench * 


When Sarcomancy comes into play, put a Zombie token 
into play. Treat this token as a 2/2 black. creature. 
During your upkeep, if there are no Zombies in play, 
Sarcomancy deals 1 damage to you. TE 
Scare Tactics Inst ® 
All creatures you control get +1/+0 until end of turn. EX 


Scathe Zombies Su Zombies 2/2 oe 
Screeching Harpy Su Beast 2/2 29% 
Flying. 14%: Regenerate Screeching Harpy. TE 


Sengir Autocrat Su Autocrat 2/2 3 
When Sengir Autocrat comes into play, put three Serf 
tokens into play. Treat these tokens as 0/1 black crea- 
tures. If Sengir Autocrat leaves play, destroy all Serf 
tokens, °/f Sengir Autocrat leaves play, it destroys all 
Serf tokens in play, not just the ones it created, regard- 
less of who controls them. 5E 
Serpent Warrior — Su Soldier é 
When Serpent Warrior comes into play, lose 3 life. SH 


Servant of Volrath su Minion 3/3 2m 
If Servant of Volrath leaves play, sacrifice a creature. TE 
Sicken EC ® 
Enchanted creature gets -1/-1. Cycling \2. US 
Skeleton Scavengerssu Skeletons0/0 2.4 
Skeleton Scavengers comes into play with one +1/+1 
counter on it. Pay ‘1’ for each +1/+1 counter on 
Skeleton Scavengers: Regenerate Skeleton Scavengers 
and put a +1/+1 counter on it SH 


Skirge Familiar Sulmp 3/2 

Flying. Choose and discard a card: Add 4 to your 
mana pool. Play this ability as a mana source. US 
Skittering Skirge  Sulmp 3/2 Cz 
Flying. When you successfully cast a creature spell, 
sacrifice Skittering Skirge. US 
Skyshroud Vampire Su Vampire 3/3 Sea 
Flying. Choose and discard a creature card: Skyshroud 
Vampire gets +2/+2 until end of turn. TE 
Slaughter Inst 20k 
Buyback-Pay 4 life. Destroy target nonblack creature. 
That creature cannot be regenerated this turn, EX 
Sleeper Agent = SuMinion 3/3 ® 
When Sleeper Agent comes into play, target opponent 
gains control of it. During your upkeep, Sleeper Agent 
deals 2 damage to you. US 


Sorceress Queen Su Sorceress 1/1 Le 
: Target creature other than Sorceress Queen is 0/2 
until end of turn. ° This effect overrides calculated power 
and toughness such as that of Nightmare or Dauthi 
Warlord. When the Queen’s effect wears off, the creature 
returns to its normal power and toughness formula, °A 
Sorceress Queen may target other Sorceress Queens. 5E 
Souldrinker Su Spirit 2/2 ae 
Pay 3 life: Put a +1/+1 counter on Souldrinker. = TE 
Spike Cannibal  SuSpike 0/0 vee 
Spike Cannibal comes into play with one +1/+1 counter 
on it, When Spike Cannibal comes into play, move all 
+1/+1 counters from all creatures onto Spike Cannibal. EX 
Spinal Graft EC Le 
Enchanted creature gets +3/+3. If enchanted creature is 
the target of a spell or ability, destroy that creature. The 
creature cannot be regenerated this turn. TE 
lll Fluke Su Horror 5/1 20 
en Spined Fluke comes into play, sacrifice a crea- 
ture. 4: Regenerate Spined Fluke, US 
one Cabal SuKnights 2/2 1® 
®, Pay 1 life: Counter target white spell. Play this abil- 
ity as an interrupt. 5E 
Stronghold Assassinsu Assassin2/1 14% 
®, Sacrifice a creature: Destroy target nonblack crea- 
ture. SH 
Stronghold TaskmasterSu Minion4/3 
All other black creatures get -1/-1. 
Tainted Ather Ench 22H 
Whenever a creature comes into play, its controller sac- 
tifices a creature or land, US 
Terror Inst L® 
Destroy target nonartifact, nonblack creature, That 
creature cannot be regenerated this turn. BE 
Thrull Retainer EC 
Enchanted creature gets +1/+1. Sacrifice Thrull 
Retainer: Regenerate enchanted creature. 
Thrull Surgeon = SuThrull = 1/1 1” 
1, Sacrifice Thrull Surgeon: Look at target player's 


3/3 2m 


4& 


ee 
SH 


Cost : 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T. Cost 


hand and choose one of those cards. That player dis- 
cards that card. Play this ability as a sorcery. 


Torment EC Le 
Enchanted creature gets -3/-0. SH 
Torture EC & 
1: Put a -1/-1 counter on enchanted creature. 5E 
Tortured Existence — Ench ® 


, Choose and discard a creature card: Return target 
creature card from your graveyard to your hand. = SH 
Touch of Death Sore 2% 
Touch of Death deals 1 damage to target player and 
you gain 1 life. Draw a card at the beginning of the 


next turn. 5E 
Unholy Strength EC ® 
Enchanted creature gets +2/+1. 5E 
Unnerve 


Sorc 3 
Each of your opponents chooses and discards two 
cards, 


Unworthy Dead Su Skeletons 1/1 1 
: Regenerate Unworthy Dead. US 
Vampire Bats Su Bats 0/1 2 


Flying. #: +1/+0 until end of turn, You cannot spend 
more than 44 in this way each turn. 5E 
Vampire Hounds Su Hounds 2/2 2m 
Choose and discard a creature card: Vampire Hounds 

gets +2/+2 until end of turn. EX 


Vampiric Embrace EC 20 
Enchanted creature gets +2/+2 and gains flying. 
Whenever a creature successfully dealt damage by 
enchanted creature this turn is put into a graveyard, put 
a +1/+1 counter on enchanted creature. US 
Vebulid Su Horror 0/0 2 
Vebulid comes into play with one +1/+1 counter on it. 
During your upkeep, you may put a +1/+1 counter on 
Vebulid. When Vebulid attacks or blocks, destroy it at 
end of combat. US 
Victimize Sorc 2% 
Choose two target creature cards in your graveyard. 
Sacrifice a creature. If you do, put the two chosen 
creatures into play tapped. 

Vile Requiem Ench 2m 
During your upkeep, you may put a verse counter on 
Vile Requiem. 1.4%, Sacrifice Vile Requiem: Destroy up 
to X target nonblack creatures, where X is the number 
of verse counters on Vile Requiem. Those creatures 
cannot be regenerated this turn. 

Volrath’s Dungeonenchantment IHD 
Any player may pay 5 life during his or her turn to 
destroy Volrath’s Dungeon. Choose and discard a card: 
Target player chooses a card in his or her hand and 
puts that card on top of his or her library, Play this 
ability as a sorcery, EX 


Wall of Bone Su Wall 1/4 2% 
®: Regenerate. 5E 
Wall of Souls Su Wall 0/4 nC 


Whenever Wall of Souls is dealt combat damage, it deals 
an equal amount of damage to target opponent. 

Warp Artifact EA CT 
During the upkeep of enchanted artifact’s controller, 
Warp Artifact deals 1 damage to him or her. 


Weakness ® 
Enchanted creature gets -2/-1, 5E 
Western Paladin Su Knight 3/3 2% 


®&, >: Destroy target white creature. US 


Witch Engine Su Horror 4/4 5m 
Swampwalk, @: Add 44 44% to your mana pool. 
Target opponent gains control of Witch Engine. = US 
Wretched, The Su Wretched 2/5 3.4 
At the end of combat, gain control of all creatures block- 
ing The Wretched as long as you control The Wretched. 
The player that controls The Wretched at end of com- 
bat gains control of all creatures that blocked it. 5E 


Xenic Poltergeistsu Poltergeist 1/1 14a 
®: Until your next upkeep, target noncreature artifact is 
an artifact creature with power and toughness each 
equal to its total casting cost. (That artifact retains all of 
its original abilities.) °All permanents get summoning 
sickness, even though only creatures are affected by it 
Thus, whether an artifact animated by Xenic Poltergeist 
can attack or use its abilities is determined just as if it 
had been a creature all along.. 5 
Yawgmoth’s Edict — Ench Le 
Whenever one of your opponents successfully casts a white 
spell, that player loses 1 life and you gain 1 life, 
Yawgmoth’s Will Sore 20 
Until end of turn, you may play cards in your graveyard 
as though they were in your hand. Cards put into your 
graveyard this turn are removed from the game instead.US 
Zombie Master Sulord 2/3 «Lae 
All Zombies gain “4: Regenerate” and swampwalk. 
¢Zombie Master is a Lord, not a Zombie, so it doesn’t 
grant its abilities to itself. 5 


[BLUE | 


Academy Researchers Su Wiz 2/2 1 
When Academy Researchers comes into play, you may 
choose an enchant creature card in your hand and put 
that enchantment into play on Academy Researchers.US 


MS - Mana Source 
Su - Summon 


? Title 


Ench - Enchantment 
Inst - Instant 


Type P/T Cost 


Atther Storm Ench a€ 
Summon spells cannot be played. Any player may pay 4 
life to destroy ther Storm. *Artifact creature spells 
aren't summon spells, so they can be played in spite of 
Aether Storm. ° The ability to destroy Ather Storm is an 
instant that any player can pay 4 life to play. It may be 
responded to normally, perhaps by returning Ather 
Storm to its owner's hand with Time Elemental. As with 
any cost, the life is lost even if the effect turns out to 
do nothing. 5 


Air Elemental SuElemental 4/4 3:6@ 
Flying. 5E 
Annul Inte t 
Counter target artifact or enchantment spell. US 
Anti-Magic Aura EC 26 


Enchanted creature cannot be the target of enchant- 
ments, instants, or sorceries. This effect does not 
destroy Anti-Magic Aura. (Other enchantments on that 
creature are buried because their target is now illegal.) 
° This ability prevents the enchanted creature from 
being targeted by anything that is played as an 
enchantment, an instant, or a sorcery. This includes 
abilities played as any of these. 5E 


Arcane Laboratory —Ench 26 
Each player cannot play more than one spell each turn. 
*Although mana source spells cannot be prevented by 
Arcane Laboratory, if a mana source spell is played 
first, no other spells, except other mana source spells, 
may be played that same turn. eArcane Laboratory 
only allows a total of one spell to be played per turn 
by each player. For instance, you may not play the 
same buyback spell twice in one turn, or two copies 
of the same spell. U 
Attunement Ench 26 
Return Attunement to owner’s hand: Draw three cards, 
then choose and discard four cards, US 


Azure Drake Su Drake 2/4 36 
Flying. 5E 
Back to Basics Ench 26 


Nonbasic lands do not untap during their controllers’ 
untap phases. US 
Barrin, Master Wizardsu Legend 1/1 1 @@ 
Barrin, Master Wizard counts as a Wizard, \2', Sacrifice 

a permanent: Return target creature to owner's hand.US 


Benthic Behemoth Su Serpent 7/6 se 
Islandwalk. TE 
Binding Grasp EC 36 


During your upkeep, pay ‘t\@) or destroy Binding 
Grasp. Gain control of enchanted creature, That crea- 
ture gets +0/+1. 5E 


Boomerang Inst ee 
Return target permanent to owner's hand. 5E 
Brainstorm Inst ¢ 


Draw three cards. Then, put any two cards from your 
hand on top of your library in any order. ° This effect 
generates two events: drawing three cards, and putting 
two cards on top of your library. Thus, abilities that trig- 
ger when cards are drawn will be played before cards 
are put back onto your library. For example, if you draw 
creature cards while you have Enduring Renewal in 
play, you'll discard them before being able to put cards 
on top of your library. 5E 
Capsize Inst ree 
Buyback ‘3’, Return target permanent to owner’s ie 


Catalog Inst 26 
Draw two cards, then choose and discard a card. US 
Chill Ench 1é 
Red spells cost an additional 2° to play. TE 
Cloak of Mists EC 1) 
Enchanted creature is unblockable. US 
Cloud Spirit Su Spirit 3/1 26 
Flying. Cloud Spirit can block only creatures with flying. SH 
Confiscate EP 466 
You control enchanted permanent. US 
Contempt EC Lie 


If enchanted creature attacks, return that creature and 
Contempt to owner’s hand at end of combat. 


Coral Merfolk = SuMerfolk 2/1 +e 
Counterspell Intr ee 
Counter target spell. 5E,TE 
Cunnin é 


aural creature gets +3/+3. If enchanted creature 
attacks or blocks, sacrifice Cunning at end of turn. EX 
Curfew Inst € 
Each player chooses a creature he or she controls and 

returns it to owner's hand. US 


Curiosity EC t 
If enchanted creature damages an opponent, you may 
draw a card. EX 


Dance of Many Ench en 
During your upkeep, pay “@*@ or sacrifice Dance of 
Many. When you play Dance of Many, choose target 
summon card. When Dance of Many comes into play, 
put a token creature into play and treat it as a copy of 
that summon card. If either Dance of Many or the token 
creature leaves play, sacrifice the other. °/f Dance of 
Many resolves without fizzling, it will produce its token 
even if the target somehow disappears after resolution 


Sor - Sorcery 


Title 


but before the token comes into play. This is because 
the ability of putting the token into play isn’t targeted. 
The token will be a copy of the target as it existed 
when Dance of Many came into play. The token copies 
the target's casting cost, so it doesn't have a default 
total casting cost of 0 as mast tokens do. 

Dandan Su Dandan 4/1 ow 
Islandhome. 5E 
Dark Maze Su Wall 4/5 ae 
0: Dark Maze can attack this turn as though it were 
not a Wall. At end of turn, remove Dark Maze from the 
game. 5 
Deflection Intr 3) 
Target spell with a single target now targets a new 
legal target of your choice. * When you play Deflection, 
you choose a target spell and a new target for that 
spell. Deflection doesn't target the spell’s new target, 
nor does it change who is playing the spell. «lf the new 
target for the spell turns out to be illegal when 
Deflection resolves, it fizzles with no effect. «Deflection 
only targets a spell being cast, so although it may 
retarget a permanent such as Black Vise as it's being 
cast, it can’t do so once the permanent is in play. 
«Deflection can't target a spell that’s interrupting anoth- 
er spell or ability, because the spell is already targeting 
its only legal target, namely the spell or ability it's inter- 


rupting. 5E 
Dismiss Intr 206i) 
Counter target spell. Draw a card. TE 
Disruptive Student Su Wizard 1/1 26) 


>: Counter target spell unless its caster pays an addi- 
tional 1. Play this ability as an interrupt. Ss 
Dominating Licid § Sulicid 11 ‘Lew 
1:@@ , &: Dominating Licid loses all abilities and 
becomes a creature enchantment that reads “Gain con- 
trol of enchanted creature“ instead of any other type of 
permanent, Move Dominating Licid onto target creature. 
You may pay @’ to end this effect. «See 
Transmogrifying Licid for related rulings. EX 


Douse Ench 28 
1:@:: Counter target red spell. Play this ability as an 
interrupt. US 
Drain Power Sore ee 
Target player draws all mana from all lands he or she con- 
trols. Put all mana from that player's mana pool into yours. 
° The target player can tap lands for mana and play spells 
and abilities using that mana before Drain Power steals it. 
Also, the player can contro! the amount and type of mana 
produced by his or her lands by tapping them for mana 
prior to the resolution. *Drain Power will draw as much 
mana as possible out of the target's lands, so if a land has 
more than one mana-producing ability, the one that will 
produce the most mana is used, and it will produce as 
much mana as possible, If abilities tie in this respect, the 
land's controller decides which ability is used. For exam- 
ple, Havenwood Battleground would have to produce two 
mana, but a Veldt’s controller would choose which type of 
mana it produced. Also, a storage land would be drained 
of all its counters. If the land's ability requires making any 
choices other than how much mana to produce, the land's 
controller makes those choices. *Lands that don’t produce 
mana are ignored. 5E 


Dream Cache Sore 26 
Draw three cards. Then, choose two cards from your 
hand and put both on either the top or the bottom of 
your library. TE 
Dream Halls Ench 3 eG 
Instead of paying the casting cost for a spell of any 
color, its caster may choose and discard a card that 
shares at least one color with that spell. If the spell has 
& in its casting cost, & is 0.eDream Halls ability is a 
continuous ability, not a replacement or triggered ability. 
(It's worded like a replacement ability for ease of under- 
standing.) Discarding Guerrilla Tactics to pay for a red 
spell through your opponent's Dream Halls, for example, 
does not trigger the Tactic’s second ability. SH 
Dream Prowler Sulllusion 1/5 9-2) 
Dream Prowler is unblockable as long as no other crea- 
tures are attacking. SH 
Drifting Djinn Su Djinn 5/5 4ie@ 
Flying. During your upkeep, pay 1" or sacrifice 
Drifting Djinn. Cycling 2. 

Duplici Ench 3:66) 
When Duplicity comes into play, remove the top five 
cards of your library from the game, face down. During 
your upkeep, you may exchange all the cards in your 
hand for all the cards removed from the game with 
Duplicity. At the end of your turn, choose and discard a 
card. If you lose control of Duplicity, put into owner's 
graveyard all cards removed from the game with 
Duplicity. 

Enchantment Alteration Inst € 
Move target enchantment from one creature to another 
or from one land to another. US 
Energy Field Ench Le 
Prevent all damage dealt to you from sources you do 
not control, When a card is put into your graveyard, 
sacrifice Energy Field. US 
Enea Flux Ench 26 
All artifacts gain “During your upkeep, pay 2 or sacri- 
fice this artifact” * This effect gives each artifact an 
upkeep cost, This means, for example, that you can’t 
use an artifact’s abilities until its upkeep cost is paid. It 


EC - Enchant Creature 
Intr - Interrupt 


5E - Fifth Edition 
TE - Tempest 


Type P/T Cost } 


Title Type” P/T Cost 


also means that you can't use an artifact’s mana-pro- 


ducing abilities until its upkeep cost effect has resolved; 


for example, a Mox Diamond can’t be used to pay its 
own upkeep cost. 5E 
Enervate Inst 16 
Tap target artifact, creature, or land, Draw a card at the 
beginning of the next turn. ° This effect doesn’t fizzle if 
the target is already tapped, so you still get the card 5E 
Ephemeron Sulllusion 4/4 4@@ 
Flying. Choose and discard a card: Return Ephemeron 

to owner's hand. EX 
Equilibrium Ench i 
Whenever you successfully cast a creature spell, me 
may pay 1) to return target creature to owner's at 


Ertai, Wizard Adept Su Legend 1/1 ve 
Ertai, Wizard Adept counts as a Wizard. 2.76), =: 
Counter target spell, Play this ability as an interrupt. EX 
Ertai’s Meddling Intr xe 
When target spell is successfully cast, put X delay coun- 
ters on it. X cannot be 0. That spell does not resolve at 
the normal time. During each upkeep of that spell’s cast- 
er, remove a delay counter from the spell. If the spell has 
no delay counters on it, it resolves. e/f a spell is targeted 
by more than one Ertai’s Meddling, the spell will still only 
resolve once. The other Meddlings will attempt to have 
the spell resolve, but their effects will be ignored, 
because a spell can resolve only once each time it's suc- 
cessfully cast. TE 


ifterSu Shapeshifter3/4 3 6g 
As long as your opponent controls any creatures with 
flying, Escaped Shapeshifter gains flying. The same is 
true for first strike, trample, and protection from any 
color *When Escaped Shapeshifters check to see which 
abilities they copy, they evaluate everything that’s in 
play, ignoring the presence of other Escaped 
Shapeshifters, They then gain abilities based on 
whether opposing creatures have them. Escaped 
Shapeshifters don't give each other abilities, much like 
Reflecting Pools don’t enable each other to produce 
mana. Effects such as Radjan Spirit's can remove an 
Escaped Shapeshifter’s copied abilities just as if the 
Shapeshifter had those abilities naturally. 


Evacuation Inst 36@ 
Return all creatures to owners’ hands, SH 
Exhaustion Sore 26 


Creatures and lands target opponent controls do not 
untap during his or her next untap phase. *Exhaustion 
affects the target opponent's next turn and all perma- 
nents he or she controls at that time, regardless of 
whether they were in play when Exhaustion Ha 


Fade Away Sore 26 
For each creature, that creature's controller pays ‘1. or 
sacrifices a permanent. EX 
Feedback EE ae 
During the upkeep of enchanted enchantment’s con- 

troller, Feedback deals 1 damage to him or her. 5E 


Fighting Drake = Su Drake (2/42 
Flying. TE 
Flight EC e 
Enchanted creature gains flying. 5E 
Flood Ench 
‘@ @: Tap target creature without flying, 5E 
Fog Bank Su Wall 0/2 1@ 


Flying. Fog Bank does not deal or receive combat dam- 
age. US 
Forbid Intr 1ee 
Buyback-Choose and discard two cards. Counter target 
spell. EX 
Force Spike Inte ® 
Counter target spell unless its caster pays an ae 
iM. 


Forget Sore eb 
Target player chooses and discards two cards, then draws 
as many cards as he or she discarded in this way. 5E 

lamarid Su Beast 1/3 Levi) 
Flying. Fylamarid cannot be blocked by blue creatures, 
(@: Target creature is blue until end of turn, 


Gaseous Form EC 26) 
Enchanted creature neither deals nor receives combat 

damage. 5E,TE 
Giant Crab Su Crab 3/3 46) 


‘@:: Until end of turn, Giant Crab cannot be the target 
of spells or abilities. TE 
Gilded Drake Su Drake 3/3 ie 
Flying. When Gilded Drake comes into play, exchange 
control of Gilded Drake for target creature one of your 


opponents controls or sacrifice Gilded Drake. US 

Glacial Wall Su Wall 0/7 ee 
5 

Gliding Licid SuLicid 2/2 Qe 


(@, ©: Gliding Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 
gains flying” instead of a creature. Move Gliding Licid 
onto target creature. You may pay ‘@’ to end this 

effect. See Transmogrifying Licid for related gs 


Great Whale SuWhale 5/5 5 @@ 
ve Great Whale comes into play, untap up to Bae 
lands. 


ST - Stronghold 
EX - Exodus 


i Title 


US - Urza’s Saga 


Type P/T Cost 


Hammerhead Shark Su Fish 2/3 1é@ 
Hammerhead Shark cannot attack unless defending 
player controls any islands, $ 
Hermetic Study EC Pe 
Enchanted creature gains “<>: This creature deals 1 
damage to target creature or player.” US 
Hesitation Ench 1¢ 
If any spell is played, counter that spell and sacrifice 
Hesitation. SH 
Hibernation Inst 26 
Return all green permanents to owners’ hands. US 
Homarid Warrior Su Homarid 3/3 46 
‘@: Homarid Warrior cannot be the target of spells or 
abilities until end of turn and does not untap during 
your next untap phase, Tap Homarid Warrior. *Once its 


Fluctu 
April 99 Standard 8 
Creatures (21) 


Spells (22) 
1 Altar of Del 
4 Dark Ritu 
4 Fluctuator 


2 Intuition 


ability resolves, any earlier 
spells or abilities in the batch 
that targeted Homarid Warrior 
will fizzle, as it will be an 
invalid target by the time they 
resolve. * Tapping Homarid 
Warrior is part of the effect, not the cost, so you can 
play the ability if Homarid Warrior has summoning sick- 
ness or is already tapped. *Enchantments already in 


play are permanents, not spells or abilities, so this 

effect won't destroy enchantments already on Homarid 
Warrior. SE 
Horned Turtle Su Turtle 1/4 eo ° 
Horseshoe Crab = SuCrab 1/3 26 
‘@: Untap Horseshoe Crab, US 
Hurkyl’s Recall Inst Ne 


Return to target player's hand all artifacts in play he or 
she owns. °/f isn’t important who controls the artifacts 
owned by the target player. 5E 
Hydroblast Intr é 
Counter target spell if it is red, or destroy target perma- 
nent if it is red. (If this spell targets a permanent, play 
it as an instant.) ° This is a modal spell that's played 
either to counter a spell or to destroy a permanent. If 
Hydroblast is played as an interrupt, it’s targeting its 
only legal target (whatever it interrupts), and if it's 
played as an instant, it can target only permanents, 
Thus, you wouldn't be able to Deflect it from one type 
of target to another. 5E 
Imaginary Pet —Sulilusion 4/4 De 
During your upkeep, if you have a card in hand, return 
maginary Pet to owner's hand. US 
Insight Ench 26 
Whenever target opponent successfully casts a green 
spell, draw a card. TE 
Interdict Intr 1@ 
Counter target artifact, creature, enchantment, or land 
ability requiring an activation cost. Activated abilities of 
that permanent cannot be played again this turn. Draw 
a card. T 
Intruder Alarm Ench 2 
Creatures do not untap during their controllers’ untap 


: Title Type P/T Cost 
phases. Whenever any creature comes into play, untap 
all creatures. SH 


Intuition Inst 26 
Search your library for any three cards and reveal them 
to an opponent. He or she chooses one. Put that card 
into your hand and the rest into your graveyard, Shuffle 
your library afterwards, TE 
Juxtapose Sore 36 
Exchange with target player control of the creature with 
the highest total casting cost that you each control. If two 
or more creatures are tied for highest total casting cost 
creature a player controls, he or she chooses between 
them. Exchange control of artifacts in the same way. 

° This effect will attempt to swap creatures and then 
attempt to swap artifacts. Each exchange is made if pos- 
sible, but failure of one doesn’t restrict the other. *Note 
that the spell doesn’t target the creatures and/or artifacts, 
so abilities such as protection don’t make a creature 
immune to being swapped. *Creatures and artifacts aren't 
surveyed until it's time to exchange that type of perma- 
nent, so it's possible for an artifact creature to be 
exchanged twice: once when creatures are exchanged, 
and then again when artifacts are exchanged, even if its 
new controller didn't control any artifacts at the begin- 
ning of resolution, 5E 
Keeper of the Mind Su Wizard 1/2 ee 
@, ©: Draw a card. Play this ability only if target 
opponent has at least two more cards in hand than 
you. EX 
Killer Whale SuWhale 3/55 366 
@: Killer Whale gains flying until end of turn. EX 
Krovikan Sorcerersu Wizard1/1 2 
, Choose and discard a nonblack card: Draw a 
card. , Choose and discard a black card: Draw 
two cards, then choose and discard one of them.5E 


Labyrinth Minotaur Su Minotaur 1/4 3° 
If Labyrinth Minotaur blocks any creature, that 
creature does not untap during its controller's 
next untap phase. 5E 
Launch EC be 
Enchanted creature gains flying. When Launch 
is put into a graveyard from play, return 
Launch to owner's hand. 


Leap Inst ¢ 
Target creature gains flying until end of turn. 
Draw a card. SH 


Legacy’s Allure Ench 6 
During your upkeep, you may put a treasure count- 
er on Legacy’s Allure. Sacrifice Legacy's Allure: 
Permanently gain control of target creature with 
power no greater than the number of treasure coun- 
ters on Legacy's Allure. TE 


Legerdemain = Sorc 266 
Permanently exchange control of target artifact 
or creature for control of target permanent of 
the same type. TE 
Leviathan Su Leviathan 10/10 5@ @ 4 @ 
Trample. Leviathan comes into play tapped and 
does not untap during your untap phase. Each 
turn, Leviathan cannot attack unless you sacri- 
fice two additional islands, Sacrifice two 
islands: Untap Leviathan. Use this ability only 
during your upkeep. 5E 


Lifetap Ench ee 
Whenever any forest target opponent controls becomes 
tapped, gain 1 life, » This ability triggers once for each 
and every forest the opponent controls that becomes 
tapped, regardless of when it was tapped. If more than 
one such forest becomes tapped at the same time, the 
ability triggers once for each. 5E 
Lilting Refrain Ench 16 
During your upkeep, you may put a verse counter on 
Lilting Refrain. Sacrifice Lilting Refrain: Counter target 
spell unless caster pays an additional , where X is 


the number of verse counters on Lilting Refrain. Play 

this ability as an interrupt. US 
Lingering Mirage EL ie 
Enchanted land is an island. Cycling 2°. US 
Lord of Atlantis Su lord 2/2 ee 


All Merfolk get +1/+1 and gain islandwalk. «See 
Zombie Master for related rulings. 


Magical Hack Intr ry 
Permanently change the text of target permanent or spell 
by replacing all instances of one basic land type with 
another. (For example, you may change “swampwalk” to 
“plainswalk.” If this spell targets a permanent, play it as 
an instant.) Because Magical Hack targets spells only 
when played as an interrupt and permanents only when 
played as an instant, it can't be Deflected from one type 
of target to the other. * When you play the spell, you 
choose two different basic land words; when this effect 
resolves, each instance of the first land word is changed 
to the second. Thus, if someone responds with another 
spell or ability that edits the text such that the first land 
word no longer appears on the card when this effect 
resolves, this effect will do nothing. Note that card names 
are never “land words" or “color words” so may not be 
edited. ° This spell simply targets spells and permanents, 
not spells or permanents containing a land word. So, you 
can target a spell or permanent with no basic land words 
in its text. There are only five basic land types: plains, 
island, swamp, mountain, and forest. This spell cannot 
add or delete the term “snow-covered.” 5E 
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Title Type P/T Cost i 


re of the Unseensu Wizard 1/1 1¢ 
, &: Untap target artifact an opponent controls 
me gain control of it until end of turn. That artifact is 
unaffected by summoning sickness this turn. Tap arti- 
fact if you lose control of it at end of this turn. * This 
ability targets any artifact, so it will affect untapped 
artifacts normally. * The artifact becomes tapped if, and 
after, you lose control of it at end of turn. If you don’t 
actually lose control of the artifact (for example, if the 
Magus’s control effect is overridden by a later effect), 
the artifact doesn’t become tapped. ° The artifact is 
unaffected by summoning sickness this turn, even if it 
isn’t a creature when you gain control of it. 5E 
Mana Breach Ench 26 
Whenever any player plays a spell, that player returns a 
land he or she controls to owner's hand. EX 
Mana Leak Intr 1¢ 
te target spell unless its caster pays an ae 


Mana Severance Sore 1é 
Search your library for any number of land cards and 

remove them from the game. Shuffle your library after- 
wards, [3 
Manta Riders = SuMerfok 1/1 ¢ 
@: Manta Riders gains flying until end of turn. TE 


Mask of the Mimic Inst é 
Sacrifice a creature: Search your library for any copy of 
target creature card and put it into play. Shuffle your 

library afterwards. SH 


Mawcor Su Beast 3/3 366 
Flying. ©: Maweor deals 1 damage to target creature 

or player. TE 
Meditate Inst ve 
Skip your next turn: Draw four cards. Hs 


Memory Lapse Intr 
Counter target spell but put it on top of owner's ibrary 
instead of in his or her graveyard. 5E 
Merfolk Looter Su Merfolk 1/1 16 
>: Draw a card, then choose and discard a card. EX 


Merfolk of the Pearl Trident Su Merfolk 1/1 @ 


Mind Bomb Sore é 
Mind Bomb deals 3 damage to each player. Each player 
may choose and discard up to three cards to prevent an 
equal amount of damage to him or her from Mind Bomb. 
«This effect doesn't force anyone to discard, but simply 
provides an additional means of preventing the damage 
at the cost of discarding a card. Thus, the discards are 

considered to be voluntary. ‘ 


Mind Games Inst 
Buyback 2\@), Tap target artifact, creature, or land. SH 


Mind Over Matter — Ench 9 WOO) 
Choose and discard a card: Tap or untap target artifact, 
creature, or land, EX 
Mirozel Suilusion 2/3 36 
Flying. If Mirozel is the target of any spell or ability, 
return Mirozel to owner's hand. EX 
Mnemonic Sliver Su Sliver 2/2 26 
Each ‘Sliver gains “ 2), Sacrifice this creature: Draw i 
card’ 


Merkle Su Shapeshifter 3/3 366 
@: Untap Morphling. @: Morphling gains flying until 
end of turn. @: Morphling cannot be the target of 
spells or abilities until end of turn. 1: Morphling gets 
+1/-1 until end of turn. 1's Morphling gets -1/+1 until 
end of turn. US 
Oath of Scholars Ench 36) 
During each player's upkeep, if that player has fewer 
cards in hand than target opponent, the player may dis- 
card his or her hand and draw three cards. xX 
Pendrell Drake Su Drake 2/3 36 
Flying. Cyclin US 


Pendrell Flux EC 16 
Enchanted creature gains “During your upkeep, pay this 
creature’s casting cost or sacrifice it!” US 


Peregrine Drake — Su Drake 2/3 46 
Flying. When Peregrine Drake comes into play, untap 
up to five lands, US 
Phantasmal Forcessu Phantasm 4/1 36 
Flying, During your upkeep, pay or sacrifice 
Phantasmal Forces. 5E 
Phantasmal Terrain = EL ee 
Enchanted land is a basic land type of your choice, 

* You may choose only one of the five basic land types: 
plains, island, swamp, mountain, or forest. Also, you 
choose the land type as you play Phantasmal Terrain, 
not when it comes into play. 5E 


Phantom Monstersu Phantasm 3/3 36 
Flying. 5E 
Pirate Ship Su Ship 4/3 4¢ 
Islandhome, <: Pirate Ship deals 1 damage to target 
creature or player. 5E 
Portent Sore ¢ 
Look at the top three cards of target player's library, 
then shuffle that library or put those three cards back 
on top of it in any order. Draw a card at the begin- 
ning of the next turn. °/f the target player's library 
has fewer than three cards, you simply look at what's 
left and choose whether to order those cards or to 
shuffle them. 5E 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost : 


Power Sink Intr xé 
Counter target spell unless that spell’s caster pays an 
additional X. If he or she does not, tap all mana- 
producing lands that player controls and remove all 
mana from his or her mana pool. *See Drain Power for 
rulings related to forcing lands to be tapped for mana. 
*Power Sink ignores lands whose mana can't be used to 
pay for Power Sink, such as Mishra’s Workshop, and 
lands that can’t produce mana at all. 5E,TE,US 
Power Taint EE 16 
During the upkeep of enchanted enchantment's controller, 
that player pays 2 or loses 2 life. Cycling 2 
Precognition Ench 4¢ 
During your upkeep, you may look at the top card of 
target opponent's library. You may then put that card 
on the bottom of his or her library. TE 


Prodigal Sorcerer Su Wizard 1/1 26 
«©: Prodigal Sorcerer deals 1 damage to target crea- 
ture or player. 5E 
Propaganda Ench 26 
Each turn, each creature cannot attack you unless its 
controller pays an additional 2 for that creature. TE 
Psychic Venom EL 1é 
Whenever enchanted land becomes tapped, Psychic 
Venom deals 2 damage to that land’s controller. 


Ransack Sore 36 
Look at the top five cards of target player's library. Put 
any number of those cards on the bottom of that play- 
er’s library in any order and the rest on top of the play- 
et’s library in any order. SH 


Mirror Universe? 


Magic Artist Mike Kimble and Jester's Cap—ju 
couple of jokers, or the same joker? 


According to Mike Kimble: “People have 


always thought that | was the original 
model for Jester’s Cap. Dan [Frazier] 
claims | wasn't, but there sure is an 
uncanny resemblance. When he was asked 
to paint the character again for Unglued, 
well, who ya gonna call?” 


Ray of Command Inst 36 
Untap target creature an opponent controls and gain 
control of it until end of turn. That creature is unaf- 
fected by summoning sickness this turn. If you lose 
control of the creature at end of this turn, tap it. «Ray 
of Command targets a creature, not a tapped creature, 
so it may steal a creature that’s already untapped. 
*The creature becomes tapped only if you lose control 
of it at end of turn. It becomes tapped after you lase 
control of it and will have summoning sickness at 
that point. 

Rebound Intr 16 
Target spell, which targets only a single player, targets 
another player of your choice instead, SH 
Recall Sore wea 
Choose and discard X cards: Return X target cards in 
your graveyard to your hand. Remove Recall from the 
game. *Fizzling against one target doesn’t cause other 
parts of the effect to fail, but fizzling against all targets 
does cause the nontargeted parts to fail. If some of 
Recall's targets are missing when it resolves, the rest 
are returned to your hand and Recall is removed from 
the game, but if all of them are missing, Recall isn't 
removed from the game. 

Recantation Ench 366 
During your upkeep, you may put a verse counter on 
Recantation. @’, Sacrifice Recantation; Return up to X 
target permanents to owner's hand, where X is the 
number of verse counters on Recantation. US 
Reef Pirates Su Ships 2/2 16 
If Reef Pirates damages any opponent, put the top card 
of that player’s library into his or her graveyard. 5E 


Reins of Power Inst 206 
You and target opponent each untap and gain control of 
all creatures the other controls until end of turn. Those 
creatures are unaffected by summoning sickness this 
turn. $ 
Remove Soul Inte 1é 
Counter target summon spell. *Artifact creature spells 
aren't summon spells, so Remove Soul can’t target 


them. 5E 
Rescind Inst 1¢¢ 
Return target permanent to owner's hand. Cycling 2 

Rewind 266 
Counter target spell. Untap up ! fi lands. US 
Robe of Mirrors EC 


¢ 
Enchanted creature cannot be the target of spells or 
abilities, EX 
Rootwater Diver SuMerfolk 1/1 é 
®&, Sacrifice Rootwater Diver: Return target artifact 

card from your graveyard to your hand. TE 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


Title "Type P/T ost ; 


Rootwater Hunter Su Merfolk 1/1 26 
: Rootwater Hunter deals 1 damage to target crea- 
ture or player. TE 
Rootwater Matriarchsu Merfok 2/3 266 
&: Gain control of target creature as long as that crea- 
ture has any enchantments on it. TE 
Rootwater Mystic suMerfok 1/1 é 
1-@: Look at the top card of target player's library. EX 
Rootwater Shaman Su Merfolk 2/2 26 
You may play creature enchantments whenever you 
could play instants. 


Sandbar Merfolk Su Merfok 1/1 é 
Cycling 2. US 
Sandbar Serpent Su Serpent 3/4 46 
Cycling 2. US 


School of Piranha SuFish 3/3 1é 
During your upkeep, pay 1 @ or sacrifice School of 
iranha, EX 
Scrivener Su Townsfolk 2/2 46 
When Scrivener comes into play, you may return target 
instant or interrupt card from your graveyard to your 
hand. EX 
Sea Monster Su Serpent 6/6 46% 
Sea Monster cannot attack unless defending player 
controls any islands. TE 
Sea Serpent Su Serpent 5/5 56 
Islandhome, 5E 


esters Can 


Title ; Type : Cost 


effect doesn’t trigger until the summon spell is suc- 

cessfully cast. Creatures put directly into play won't 

trigger Soul Barrier. 
ell Blast 


Intr X€ 
Counter target spell with total casting a equaltoX. 5ETE 
Spindrift Drake = Su Drake 2/1 ¢ 


Flying. During your upkeep, pay ‘ or sacrifice Spindrift 
Drake. SH 
Spire Owl Su Bird = 1/1 1¢ 
Flying. When Spire Owl comes into play, look at the top 
four cards of your library and put them back in any 
order. US 
Stasis Ench 1¢ 
Each player skips his or her untap phase. During your 
upkeep, pay @ or sacrifice Stasis. *Phasing occurs at 
the beginning of untap, so Stasis will shut down the 
phasing ability and stop anything that’s phased out from 
phasing hack in. A creature that's phased out doesn’t 
stay phased out forever but phases back in the next 
time its controller gets an untap phase. 


Steal Artifact EA 206 
Gain control of enchanted artifact. «You gain control of 
the artifact only as long as Steal Artifact is on it. This 
can be overridden normally by subsequent control 


effects. bE: 
Steal Enchantment EE ee 
Gain control of enchanted enchantment. TE 


Stern Proctor Su Wizard 1/2 ee 
When Stern Proctor comes into play, return target arti- 
fact or enchantment to owner's hand. US 
Stinging Licid Sulicid 1/1 1é 
1, : Stinging Licid loses this ability and becomes a 
creature enchantment that reads “Whenever enchanted 


' / creature becomes tapped, Stinging Licid deals 2 damage 


(@ to that creature's controller” instead of any other type of 
| permanent. Move Stinging Licid onto target creature. You 


Sea Spirit Su Spirit 2/3 46 
@: Sea Spirit gets +1/+0 until end of turn. 5E 
Sea Sprite SuFarie 1/1 16 
Flying, protection from red. 5E 
Seasinger SuMerfolk O/1 166 


If you control no islands, sacrifice Seasinger. You may 
choose not to untap Seasinger during your untap phase. 
: Gain control of target creature whose controller 
controls any islands as long as you control Seasinger 
and Seasinger remains tapped. 5E 
Segovian Leviathansu Leviathan 3/3 46 
Islandwalk. 5E 
Shadow Rift Ins é 
Target creature gains shadow unt Cad of turn, Draw a 
card, TE 
Shimmering Wings EC 

Enchanted creature gains flying. @: Return 
Shimmering Wings to owner's hand. 

Show and Tell Sore 26 
Each player may choose an artifact, creature, enchant- 
ment, or land card in his or her hand and put that per- 
manent into play. US 


Sibilant rl Su Spirit 5/6 56 
Flying. If Sibilant Spirit attacks, defending player may 

draw a card, 5E 
Sift Sore 36 
Draw three cards, then choose and discard a card. SH 
Silver sive Su Drake 4/3 366 
Flying. @: Target spell or ability, which targets only 


Silver Wyvern, targets another creature of your choice 
instead. Play this ability as an interrupt. 

Skyshroud Condor suBird 2/2 16 
Flying. You cannot play Skyshroud Condor unless you 
have successfully cast another spell this turn. TE 
Sleight of Mind Intr é 
Change the text of target permanent or spell by replac- 
ing all instances of one color word with another. (For 
example, you may change “nongreen creature” to 
“nonred creature.” If this spell targets a permanent, play 
it.as an instant.) *See Magical Hack for related rulings. 

¢ There are only five color words: white, blue, black, red, 
and green. “Colorless” isn't a color word. 5E 


Somnophore Sulllusion 2/2 266 
Flying. Whenever Somnophore successfully deals damage 
to a player, tap target creature that player controls. That 
creature does not untap during its controller's untap phase 
as long as Somnophore remains in play. US 
Soul Barrier Ench 2% 
Whenever target opponent successfully casts a sum- 
mon spell, Soul Barrier deals 2 damage to him or her. 
That player may pay 2 to prevent this damage. » This 


may pay @/ to end this effect. *See Transmogrifying 
Lieid for related rulings. TE 


Stroke of Genius Inst Be 
Target player draws X cards. US 
Sunder Inst 366 
Return all lands to owners’ hands. US 


Telepathy Ench 

Each of your opponents plays with his or her hand 
revealed, 
Thalakos Deceiver su Wizard 1/1 36 
Shadow. Sacrifice Thalakos Deceiver: Gain control of 
arget creature permanently, Use this ability only if 
Thalakos Deceiver is attacking and unblocked. SH 


Thalakos Dreamsowersu Wizard 1/1 26 
Shadow. You may choose not to untap Thalakos 
Dreamsower during your untap phase. If Thalakos 
Dreamsower damages any opponent, tap target crea- 
ture. As long as Thalakos Dreamsower remains tapped, 
hat creature does not untap during its controller's 
untap phase. 
Thalakos Drifters Su Townsfolk 3/3 26 
Choose and discard a card: Thalakos Drifters gains 
shadow until end of turn. EX 
Thalakos Mistfolk Su tilusion 2/1 26 
Shadow. ‘: Put Thalakos Mistfolk on top of owner's 
ibrary. TE 
Thalakos Scout Su Soldier 2/1 26 
Shadow. Choose and discard a card: Return Thalakos 
Scout to owner's hand. EX 


Thalakos Seer Su Wizard 1/1 ee 
Shadow. If Thalakos Seer leaves play, draw a card. TE 


Thalakos Sentry Su Soldier 1/2 16 
Shadow. TE 
Theft of Dreams Sore 26 
For each tapped creature target opponent controls, 

draw a card. EX 
Tidal Surge Sore be 
Tap up to thee target creatures without flying. SH 
Tidal Warrior == SuMerfolk 1/1 ¢ 
&: Target land is an island until end of turn. SH 
Time Ebb Sore 26 
Put target creature on top of owner's library. TE 


Time Elemental su Elemental 0/2 2% 
If Time Elemental attacks or blocks, it deals 5 damage 
to you and is sacrificed at end of combat. 2.¢ @, 
Return target permanent with no enchantments 
on it to owner's hand. The first ability is played in its 
entirety at end of combat, rather than one part of it 
(“deals 5 damage to you") being played immediately 
and the other part (“is sacrificed”) being played at 
end of combat. 5E 
Time Spiral Sore 466 
Remove Time Spiral from the game. Each player shuffles 
his or her graveyard and hand into his or her library, then 
draws seven cards. You untap up to six lands, 


Time Warp Sorc 366 
Target player takes an extra turn after this one. TE 
Tolarian Winds Inst 


1¢ 
Discard your hand, then draw that many cards. US 
Tradewind Rider Su Spirit 1/4 36 
Flying. =, Tap two creatures you control: Return target 
permanent to owner's hand. TE 
Treasure Trove Ench 266 
2 @ @: Draw a card. EX 
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Title Type P/T 
Turnabout Inst 26 
Tap or untap all artifacts, creatures, or lands target 
player controls. 

Twiddle Inst 

Tap or untap target artifact, creature, or land. ° Twiddle 

doesn't prevent the target's controller from using the 

target; it forces him or her to use the target now, or 
not at all. «Abilities that trigger when the target 
becomes tapped (or untapped) trigger normally. This 
is a modal spell that’s played either to tap or to untap 
its target; it doesn’t simply toggle the target when it 
resolves. It can be Deflected from one type of perma- 
nent to another, but that won't change whether the tar- 
get is to be tapped or untapped. 5E 

Twitch Inst 2¢ 
Tap or untap target artifact, creature, or land. Draw a 
card. TE 
Unstable Mutation EC 

Enchanted creature gets +3/+3. During its controller's 

upkeep, put a -1/-1 counter on enchanted creature. 5E 

Unstable Shapeshifter Su Shapeshifter 0/1 3:6 


Whenever any creature card or creature token comes 


into play, Unstable Shapeshifter becomes a copy of that 
card or token and gains this ability. TE 
Unsummon Inst é 
Return target creature to owner's age 5E 
Updraft Ins re 


iva creature gains flying until at of turn. Draw a 
card at the beginning of the next turn. ° You get the card 
even if the targeted creature already has flying. SE 


Veil of Birds Ench 

When one of your opponents successfully casts a spell, 
if Veil of Birds is an enchantment, Veil of Birds becomes 
a 1/1 creature with flying that counts as a Bird. Veil of 
Birds is triggered by the successful casting of any 
spell by an opponent. Disenchant may successfully 
target Veil of Birds, but before Disenchant resolves 
and the enchantment would be destroyed, it ceases 
being i" enchantment and becomes a creature 

instea 


Veiled Apparition Ench a 
When one of your opponents successfully casts a spell, 
if Veiled Apparition is an enchantment, Veiled Apparition 
becomes a 3/3 creature with flying and ' ‘During your 
upkeep, pay 1 @ or sacrifice Veiled Apparition” and 
that counts as an Illusion. ¢See Veil of Birds for trl 
rulings. 


Veiled Crocodile Ench 

When a player has no cards in hand, if Veiled Cine 
is an enchantment, Veiled Crocodile becomes a 4/4 crea- 
ture that counts as a Crocodile. *Veiled Crocodile will 
“awaken” if any player's hand becomes empty even 
momentarily, such as while resolving Scroll Rack’s 
ability if a player exchanges their entire hand. Veiled 
Crocodile does not become a creature, however, until 
the event that empties that player's hand resolves 
completely. 


Veiled Sentry Ench ¢ 
When one of your opponents successfully casts a 
spell, if Veiled Sentry is an enchantment, Veiled Sentry 
becomes a creature with power and toughness each 
equal to the total casting cost ft that spell and that 
counts as an Illusion. ¢See Veil of Birds for related 
rulings. US 
Veiled Serpent Ench 26) 
When one of your opponents successfully casts a spell, 
if Veiled Serpent is an enchantment, Veiled Serpent 
becomes a 4/4 creature that cannot attack unless 
defending player controls an island and that counts as a 
Serpent. Cycling 2. «See Veil of Birds for related 
rulings. US 
Vodalian Soldiers Su Merfolk 


12 1¢ 


5E 
Volrath’s Curse EC 1 
Enchanted creature cannot attack, block, or play any 
ability requiring an activation cost. That creature’s con- 
troller may sacrifice a permanent to ignore this ability 
until end of turn, 1: Return Volrath's Curse to 
owner's hand, 


Volrath’s Shapeshifter Su Shapeshifter 0/1 1 €6 
As long as the top card of your graveyard is a creature 
card, Volrath’s Shapeshifter is a copy of that card with 
this ability and the ability “2: Choose and discard a 
card” added to it. Any undefined characteristics are not 
copied. 2: Choose and discard a card SH 
Walking Dream — Sulilusion 3/3 36 
Walking Dream is unblockable. Walking Dream does not 
untap during your untap phase if any opponent controls 
two or more creatures, SH 


Wall of Air SuWal 75 16 
Flying. 5E 
Wall of Tears Su Wall 0/4 1Lé 


If Wall of Tears blocks any creatures, return each of 
those creatures to owner's hand at end of combat. SH 
Wayward Soul Su Spirit2 @ @ 3/2 
Flying. @: Put Wayward Soul on top of owner's library. 
EX 


Whim of Voirath Inst é 
Buyback 2: Change the text of target permanent by 
replacing all instances of one color word or basic land 
type with another until end of turn. «See Magical Hack 
for related rulings. TE 


Cost : 


LE PLAYER'S GUIDE 


Title 


Type P/T Cost } 
Whiptongue Frog) SuFrog 1/3 26 
@: Whiptongue Frog gains flying until end of tum. EX 
Whienes of the Muse Inst é 
Buyback 5. Draw a card. TE 
Wind Dancer Su Faerie 1/1 1¢@ 


Flying. ©: Target creature gains flying until end of turn. 


Wind Drake Su Drake 2/2 26 
Flying. TE 
Wind Spirit Su Spirit 3/2 4¢ 
Flying. Wh Spirit cannot be blocked by only one crea- 
ture. 5E 
Windfall Sore 26 


Each player discards his or her hand and draws cards 
equal to the greatest number a player discarded this 
way. ¢See Banned & Restricted p, 105. 


Winged Sliver Su Sliver 1/1 Le 
All Slivers gain flying. TE 
Wizard Mentor Su Wizard 2/2 2¢ 


&: Return Wizard Mentor and target creature you con- 
trol to owner's hand. U 

Zephid Sulllusion 3/4 466 
Fina. Zephid cannot be the target of spells or gl 


Zephid’s Embrace EC 266 
Enchanted creature gets +2/-+2, gains flying, and can- 
not be the target of spells or abilities. U 


Zophy Falcon = Su Falcon 1/1 Le 
Flying. Attacking does not cause Zephyr Falcon to tap. 5E 
Zur’s Weirdin Ench 36) 


Players play with their hands face up. Whenever any 
player draws a card, any other player may pay 2 life to 
force the drawing player to discard that card. ° This 
ability will trigger during each card-drawing event and 
will be played right after that event. This means that it 
often will be played in the middle of an effect's overall 
resolution, between separate events of that resolution. 
This is a forced discard, so Library of Leng and so 
forth apply. 5E 


GOLD 


Acidic Sliver Su Sliver 2/2 Pe 
Each Sliver gains “2, Sacrifice this creature: This crea- 
ture deals 2 damage to target creature or player’ = SH 
Crystalline Sliver Su Sliver 2/2 xO 
Slivers cannot be the target of spells or abilities. © SH 
Bracaplasm Su Shapeshifter */* = @@ 
Flying. When you play Dracoplasm, sacrifice any num- 
ber of creatures. Dracoplasm comes into play with 
power equal to the total power of the sacrificed crea- 
tures and toughness equal to the total toughness of 
aes creatures, @: Dracoplasm gets +1/+0 until 
of turn. 


Hibernation Sliver Su Sliver 2/2 ; 
Each Sliver gains “2. Pay 2 life: Return this creature 
to owner’s hand.” SH 
Lohotomy 26% 
Look at target player’s hand Fe ance any of those 
cards other than a basic land. Search that player's 
graveyard, hand, and library for all copies of the chosen 
card and remove them from the game. That player 
shuffles his or her library afterwards. 


Ranger en-Vec Su Soldier 2/2 1h 
First strike, 4: Regenerate Ranger en-Vec. TE 
Segmented Wurm SuWum 5/5 3@ay 


Whenever Segmented Wurm is the target of a spell or 
ability, put a -1/-1 counter on it. TE 
Seienia, Dark Angel SuLegend 3/3 3% 
Flying. Selenia, Dark Angel counts as an Angel. Pay 2 
life: ‘can Selenia to owner’s hand. 


Sky Spirit Su Spirit 22 16 
Fying thst strike. TE 
Sliver Queen — Sulegend 7/7 *& @ap@ay 


Sliver Queen counts as a Sliver. 2: Put a Sliver token 
into play. Treat this token as a 1/1 colorless ore 


Sollari Guerrillas Su Soldiers 3/2 2 eb 
Shadow. If Soltari Guerrillas assigns combat damage to 
any opponent, you may redirect that damage to target 
creature. 

Spined Sliver Su Sliver 2/2 ee 
If any Sliver is blocked, it gets +1/+1 until end of turn 
for each creature blocking it $ 


Spontaneous Combustion Inst 1® 
Sacrifice a creature: Spontaneous Combustion deals 3 
damage to each creature. 

Vhati #/-Dal Su Legend 3/3 2@@ 
©: Target creature's power or toughness is 1 until end 
of turn. 

Victual Sliver Su Sliver 2/2 a 
Each Sliver gains “2, Sacrifice this creature: Gain 4 a. 


Wood Sage Su Druid 1/1 Be 
: Name a creature card. Reveal the top four cards of 
your library to all players. If any of those cards are the 
named card, put them into your hand. Put the rest into 
your graveyard, 


AC - Artifact Creature 
Art - Artifact 


Title Type PT Cost } 
GREEN 
Abundance Encl 206 


Instead of drawing a card, you may choose land or non- 
land and reveal cards from your library until you reveal 
a card of the chosen kind. Put that card into your hand 
and put all other revealed cards on the bottom of your 
library in any order. US 


Acridian Sulnsect 2/4 1®@ 
Echo. US 
Albino Troll Su Troll 3/3 1e 
Echo. 1 4%: Regenerate Albino Troll. US 
Aluren Enc 288 


Any player may play a creature card with total casting 
cost 3 or less whenever he or she could play an instant 
and without paying its casting cost. TE 
Anaconda Su Snake 38 
Swampwalk. US 
An-Hawa Constablesu Constable 2/1+* 1454 
An-Hawa Constable has toughness equal to 1 plus the 
number of green creatures in play. 5E 
Apes of Rath Su Apes 5/4 «2a 
If te of Rath attacks, it does not untap during your 
next untap phase. TE 
Argothian Elder 

&: Untap two target lands. 
Argothian Enchantress Su Enchantress 0/1 1:4 
Argothian Enchantress cannot be the target of spells or 
abilities. Whenever you successfully cast an enchant- 


3/3 


SuElf 2/2 38 
US 


ment spell, draw a card, US 
Argothian Swine Su Boars 3/3 3 
Trample. US 
Argothian Wurm = SuWurm 6/6 3a 


Trample. When Argothian Wurm comes into play, any 
player may sacrifice a land to put Argothian Wurm on 
top of owner's library, US 


Aspect of Wolf EC 1@ 
Enchanted creature gets +*/+*, where * is equal to 
half the number of forests you control, rounded down 
for power and up for toughness, °Wote that the “you” in 
the card text refers to the controller of the enchant- 
ment, who isn’t necessarily the controller of the 


enchanted creature. 5E 
Aurochs Su Aurochs 2/3 3 
Trample. If Aurochs attacks, it gets +1/+0 until end of 

turn for each other Aurochs that is attacking. 5E 
Avenging Druid = SuDruid 1/3 2a 


If Avenging Druid damages any opponent, you may 
reveal cards from your library until you reveal a land 
card, Put that land into play and put all other revealed 
cards into your graveyard. EX 
Awakening Ench 20e 
At the beginning of each player's upkeep, untap all 
creatures and lands, SH 
Bayou Dragonfly 
Flying, swampwalk, 
Bequeathal EC 

If enchanted creature is put into any graveyard, draw 
two cards. EX 
Birds of ParadiseSu Mana Birds 0/1 ® 
Flying. «: Add one mana of any color to your mana 
pool. Play this ability as a mana source. 5E 
Blanchwood Armor EC 2 
Enchanted creature gets +X/+X, where X is the number 
of forests you control. US 


Su Insect 1/1 1\@ 
TE 


Blanchwood Treefolksu Treefolk 4/5 4 4 
Broken Fall Ench 2@ 
Return Broken Fall to owner's hand: Regenerate target 
creature, TE 
Bull Hippo SuHippo 3/3 3m 
iandwalk US 
Burgeoning Ench 


Whenever any opponent plays a land, you may choose a 
land card from your hand and put it into play. SH 


Canopy Spider — SuSpider 1/3 te 
Canopy Spider can block creatures with flying. TE 
Carapace 


EC 
Era creature gets +0/+2. Sacrifice Carapace: 
Regenerate enchanted creature. 5E 
Carnassid Su Beast 
Trample. 1 4: Regenerate Carnassid, 
Carpet of Flowers —Ench 
During your main phase, you may add up to X mana of 
one color to your mana pool, where X is the number of 
islands target opponent controls. US 
Cartographer Su Townsfolk 2/2 29 
When Cartographer comes into play, you may return 
target land card from your graveyard to your hand. EX 


5/4 4 ae 
SH 


Cat Warriors Su Cat Warriors 2/2 1 pay 
Forestwalk. 5E 
Cave Tiger SuCat 2/2 2% 


Whenever a creature blocks it, Cave Tiger gets +1/+1 
until end of turn. US 
Charging Rhino = SuRhino 4/4 «3 ey 
Charging Rhino cannot be blocked by more than one 

creature. TE 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title P/T Cost 


Child of Gaea Su Elemental 7/7 3 qpapay 


Trample. During your upkeep, pay 4*4® or sacrifice 
Child of Gaea. 1 4: Regenerate Child of Gaea. US 
Choke Ench 2 
Islands do not untap during their controllers’ untap 
phases. TE 


Type 


Chub Toad Su Toad 1/1 2@ 
lf Chub Toad blocks or is blocked, it gets +2/+2 until 

end of turn. 5E 
Citanul Centaurs Su Centaurs 6/3 3a 
Echo. Citanul Centaurs cannot be the target of spells or 
abilities. US 
Citanul Hierophants Su Druids 3/2 ae 


Each creature you control gains “>: Add 4 to your 
mana pool. Play this ability as a mana source.’ US 


Cockatrice Su Cockatrice 2/4 Spee 
Flying. If Cockatrice blocks or is blocked by any non-Wall 
creature, destroy that creature at end of combat. * You 
can play triggered abilities even if the source leaves play 
after the ability triggers but before it resolves. So killing 
the Cockatrice once its ability has triggered won't save a 
creature scheduled to be destroyed. * Regenerating a 
creature doesn't cancel abilities that are scheduled to 
apply to it, so a creature that regenerates from combat 
damage would still be destroyed, though it could regen- 
erate again. ° This ability isn't targeted, so abilities such 
as protection from green don’t prevent the effect  5E 
Constant Mists Inst 1@ 
Buyback-Sacrifice a land. Creatures deal no combat 
damage this turn. SH 


Cradle Guard © SuTreefok 4/4 «= gue 
Trample, echo. US 
Crashing Boars  SuBoars 4/4 3a 


If Crashing Boars attacks, defending player chooses an 
untapped creature he or she controls, That creature 
blocks Crashing Boars this turn if able. 


Craw Giant Su Giant 6/4 3 @vapegne 
Trample, rampage: 2. 5E 
Craw. Wurm SuWum 6/4 4 ee 
Crazed Armadon Su Elephant 3/3 2a 


@: Crazed Armadon gets +3/+0 and gains trample 
until end of turn. At end of turn, destroy Crazed 


Armadon. Use this ability only once each turn. TE 


Crossbow Ambush _Inst ® 
All creatures you control can block creatures with flying 
until end of turn. SH 
Crosswinds 1@ 
All-creatures with flying get ah tg US 
Crumble Inst 


Destroy target artifact. That artifact’s controller gains an 
amount of life equal to its total casting cost. Creatures 


destroyed this way cannot regenerate this tun. 5E 
Desert Twister Sore 4ae 
Destroy target permanent. BE 
Dirtcowl Wurm = SuWurm 3/4 4 
Whenever any opponent plays a land, put a +1/+1 
counter on Dirtcow! Wurm. 

Durkwood Boars SuBoars 4/4 4 4 


Eartheraft Ench i 
Tap an untapped creature you control: Untap target 
basic land. TE 
Eladamri, Lord of Leaves Su Legend 2/2 ee 
All Elves gain forestwalk. Elves cannot be the target of 
spells or abilities. TE 
Eladamri’s Vineyard — Ench 

At the beginning of each player's main phase, add 
@® to that player's mana pool. 
Elder Druid Su Cleric 2/2 3@ 
3-@, > Tap or untap target artifact, creature, or land.5E 
Elven Palisade Ench 

Sacrifice a forest: Target attacking creature gets 

-3/-0 until end of turn, 
Elven Riders Su Riders 3/3 Sages 
Elven Riders cannot be blocked except by Walls or 
creatures with flying. 
Elven Rite Sore 1 
Put two +1/+1 counters, distributed any way you 
choose, on any number of target creatures. SH 
Elven Warhounds Su Hounds 2/2 BX 
If Elven Warhounds is blocked by any creature, put that 
creature on top of owner’s library. TE 


Elvish Archers SuEWes 2/1 1@ 
First strike. 5E 
Elvish Berserker Suef 1/1 


For each creature that blocks it, 


Elvish Berserker gets 
+1/+1 until end of turn. EX 


Elvish Fury a 
Buyback 4. i i creature Pee until end of turn.TE 
Elvish Herder SuElf 1/1 

®: Target creature gains trample until end of tum. US 
Elvish Lyrist SuElf 1/1 a 
®, ©, Sacrifice Elvish Lyrist: 


Destroy target 
enchantment. US 
Endangered Armodonsu Elephant 4/5 2a 
If you control any creature with toughness 2 or less, 
sacrifice Endangered Armodon. SH 


Sor - Sorcery 


Title Type P/T 
Endless Wurm = SuWum 9/9 3@@ 
Trample. During your upkeep, sacrifice an enchantment 
or sacrifice Endless Wurm. US 


Exploration Ench 
Your may play an additional land each turn. US 
Fecundity Ench 28 


Whenever a creature is put into a graveyard from play, 
that creature’s controller may draw a card. Ss 
Fertile Ground EL 1 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional one mana of any color. 


Flailing Drake Su Drake 2/3 3@ 
Flying. If Flailing Drake blocks or is blocked by any 
creature, that creature gets +1/+1 until end of turn. TE 


ig Inst 
Creatures deal no combat damage this turn. 5E 


Force of Nature Su Force 8/8 2 @@nenae 
Trample. During your upkeep, pay 4 4 4 or Force 
of Nature deals 8 damage to you. * You aren't required 
to pay this upkeep cost. If you decline to do so, the 
resulting damage can be prevented or redirected 
normally. 

Fortitude EC 1 
When Fortitude is put into a graveyard from play, return 
Fortitude to owner's hand. Sacrifice a forest: 
Regenerate enchanted creature. US 


Foxfire Inst 2@ 
Untap target attacking creature. That creature neither 
deals nor receives combat damage this turn. Draw a 
card at the beginning of the next turn, 


Frog Tongue EC e 
When Frog Tongue comes into play, draw a card. 
Enchanted creature can block creatures with flying. TE 
Fugitive Druid Su Druid 3/2 3@ 
Whenever any player successfully casts an enchantment 
spell that targets Fugitive Druid, draw a card. E 
Fungusaur Su Fungusaur 2/2 3@ 
At the end of any turn in which Fungusaur was dam- 
aged, put a +1/+1 counter on it. °/f Fungusaur suf- 
fers damage and then regenerates, it still gets its 
counter, as it was damaged but not put into any 
graveyard. 

Fyndhorn Elder SuE 1/1 2e 
: Add @@ to your mana pool. Play this ability as a 
mana source. 5E 


Gaea’s Bounty Sore 2a 
Search your library for up to two forest cards, reveal 
cia = put them into your hand. Shuffle your gt 


toa ‘Embrace EC 2 Bm 
Enchanted creature gets +3/+3 and gains trample, &: 
Regenerate enchanted creature. US 


Ghazban Ogre Su Ogre 2/2 a 
During your upkeep, if a player has more life than any 
other, he or she gains control of Ghazban Ogre. * This 

ability is played as an instant, doesn’t count life totals 
until it resolves, and overrides previous control effects. 
°/f there's a tie for highest life total when the effect 

resolves, the Ogre’s controller doesn't change. 5E 


Giant Growth Inst ca 
Target creattire gets +3/+3 until end of turn. 5E 
Giant Spider Su Spider 2/4 3& 
Giant Spider can block creatures with flying. 5E 
Gorilla Warrior SuApe 3/2 2 e 
Greater Good Ench 2am 


Sacrifice a creature: Draw cards equal to the sacrificed crea- 
ture’s power, then choose and discard three cards. US 
Greener Pastures —_Ench 2@ 
During each player's upkeep, if that player controls 
more lands than any other, the player puts a Saproling 
token into play under his or her control. Treat this token 
as a 1/1 green creature, US 


Grizzly Bears Su Bears 2/2 1@ 
5E 
Harrow nst 2a 


Sacrifice a land: Search your library for up to two basic 
land cards and put those lands into play. Shuffle your 

library afterwards. TE 
Hawkeater Moth Suinsect 1/2 3 @ 
Flying. Hawkeater Moth cannot be the target of spells 

or abilities. US 
Heartwood Dryad SuDryad 92/1 1@ 
Heartwood Dryad can block creatures with shadow. TE 
Heartwood Giant SuGiant 4/4 3a 
&, Sacrifice a forest: Heartwood Giant deals 2 damage 
to target player. TE 


Heartwood Treefolk Su Treefolk 3/4 2q@ 
Forestwalk. TE 
Hermit Druid Su Druid 1/1 1@ 


®, >: Reveal cards from the top of your library until 
you reveal a basic land card. Put that card into your 
hand and put all other revealed cards into your grave- 
yard. SH 
Hidden Ancients Ench 1@ 
When one of your opponents successfully casts an 
enchantment spell, if Hidden Ancients is an enchant- 
ment, Hidden Ancients becomes a 5/5 creature that 
counts as a Treefolk. 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost 


Title Type 
Hidden Guerrillas Ench 
When one of your opponents successfully casts an arti- 
fact spell, if Hidden Guerrillas is an enchantment, 

Hidden Guerrillas becomes a 5/3 creature with trample 
and that counts as a Soldier. US 


Hidden Herd Ench 

When one of your opponents plays a nonbasie land, if 
Hidden Herd is an enchantment, Hidden Herd becomes 
a 3/3 creature that counts as a Beast. US 
Hidden Predators Ench a 
When one of your opponents controls a creature with 
power 4 or greater, if Hidden Predators is an enchant- 
ment, Hidden Predators becomes a 4/4 creature that 
counts as a Beast. 

Hidden Spider Ench 

When one of your opponents successfully casts a crea 
ture with flying, if Hidden Spider is an enchantment, 
Hidden Spider becomes a 3/5 creature that can block 
creatures with flying-and that counts as a Spider. US 


Hidden Stag Ench 1® 
Whenever one of your opponents plays a land, if Hidden 
Stag is an enchantment, Hidden Stag becomes a 3/2 
creature that counts as a Beast. Whenever you play a 
land, if Hidden Stag is a creature, Hidden Stag becomes 
an enchantment. US 


Horned Sliver 
All Slivers gain trample. 


Su Sliver 2/2 2@ 
TE 


Switched Art 


You know the drill: these two cards originally 
had each other's art.. .yadda yadda yadda, 
Actually, it's hard to imagine that they weren't 


ing how appropriate each one is. 


Hungry Mist Su Mist 6/2 2@ 
Dann he upkeep, pay #4 or bury Hungry Mist. 5E 
Hurricane Sore x@ 
Hurricane deals X damage to each a with flying 

and each player. 5E 


Hush Sore 

Destroy all enchantment. Cycling 2. US 
Instill Energy EC a 
Enchanted creature is unaffected by summoning sickness. 
0: Untap enchanted creature. Use this ability only during 
your turn and only once each tur. */nstill Energy's ability 
Is played as an instant, not as an interrupt, so it can’t be 
used during the casting of a spell or ability. Untapping the 
enchanted creature is an ability of the enchantment, not 
an ability granted to the creature, so it's the controller of 
the enchantment who plays the ability. 5E 


Ironroot Treefolk Su Treefolk 3/5 ee 


Jackalope Herd  SuBeasts 4/5 3@ 
led iy any spell, return Jackalope Herd to sil 


Johtull Wurm SuWurm 6/6 5@ 
For each creature assigned to block it beyond the first, 
Johtull Wurm gets -2/-1 until end of turn. 
Pago er of the BeastsSu Wizard 1/2 ae 
Put a Beast token into play. Treat this token as 
a 2/2 green creature. Play this ability only if target 
opponent controls more creatures than you. EX 
Killer Bees SuBees O/1 1@@ 
Flying. @ Killer Bees gets +1/+1 until end of tun. 5E 
Krakilin Su Beast 0/0 x@@ 
Krakilin comes into play with X +1/+1 counters on it. 
1 @: Regenerate Krakilin. TE 


Ley Druid Su Cleric 1/1 2@ 
Ss: Map target land. 5E 
Lhurgo Su Lhurgoyt */1+* 2 a 


Lhurgoyf has power equal to the number of creature 
cards in all graveyards and toughness equal to 1 plus 
the number of creature cards in all graveyards. 5E 


Lifeforce Ench ae 
@@: Counter target black spell. Play this ability as an 
interrupt. 5E 
Living Artifact EA 

For each 1 damage dealt to you, put a vitality counter on 
Living Artifact. Remove a vitality counter from Living 
Artifact: Gain 1 life. Use this ability only during your 
upkeep and only once each tum. *7he counters are placed 
on the enchantment, not on the artifact. Therefore, multi- 
ple copies of Living Artifact don't share counters, though 
each copy will get the full number of counters whenever 
you're damaged. *Remember that enchantments moved 
around by Enchantment Alteration and such are treated as 
heing just played, so a Living Artifact that's moved in this 
way loses its counters. 5E 
Living Lands Ench 3@ 
All nos are 1/1 creatures. (These creatures still count 
as lands.) «Note that animating the forests doesn’t 
change their color. «Living Land's ability affects all forests, 
regardless of who controls them and regardless of 
whether they also count as another land type. 5E 


ST - Stronghold 
EX - Exodus 


Cost : 


commissioned the way they ended up, consider- 


US - Urza’s Saga 


Title PT Cost § 


Llanowar Elves = SuEWes 1/1 2 
: Add @ to your mana pool. Play this ability as a 
mana source. 5E 


Lowland Basilisk Su Basilisk 1/3 2@ 
Whenever Lowland Basilisk damages any creature, 
destroy that creature at end of combat. 

Lull Inst 1s 
Creatures deal no combat damage this turn. 

Cycling 2. US 
Lure EC 1e@ 


All creatures able to block enchanted creature do so. 

* The defending player isn’t required to make it legal for 
a defending creature to block an attacker enchanted 
with Lure. For example, if the attacker has flying, the 
defending player isn’t required to power up his or her 
Telethopter so that it can block. 5 
Manabond Ench 

During your discard phase, you may choose to put all 
land cards from your hand into play. If you do, discard 
the rest of your hand. EX 


Marsh Viper Su Viper 1/2 3a 


If Marsh Viper damages any player, he or she gets two 
poison counters. If any player has ten or more poison 
counters, he or she loses the game. 5E 


! The brighter 4 
impact crate} 


Midsummer Revel —_Ench 3 Oe 
During your upkeep, you may put a verse counter on 
Midsummer Revel. #*, Sacrifice Midsummer Revel; Put 
X Beast tokens into play, where X is the number of 
verse counters on Midsummer Revel. Treat these tokens 
as 3/3 green creatures. US 
Mirri, Cat Warrior Su Legend 2/3 Le 
Mirri, Cat Warrior counts as a Cat Warrior. First strike; 
forestwalk. Attacking does not cause Mirri to tap. © EX 
Mirri’s Guile Ench 

During your upkeep, you may look at the top three cards 
of your library and put them back in any order. 
Mongrel Pack = SuHounds 4/1 3@ 
If Mongrel Pack is put into any graveyard from play 
during combat, put four Hound tokens into play. Treat 
these tokens as 1/1 green creatures. TE 
Mulch Sorc 1& 
Reveal the top four cards of your library to all players. 
Put any of those cards that are lands into your hand 


and the rest into your graveyard. SH 
Muscle Sliver Su Sliver 1/1 1@ 
All Slivers get +1/+1. TE 
Natural Spring Sore 3 Oe 
Target player gains 8 life. TE 
Nature’s Lore Sore 1®@ 


Search your library for a forest card and put that card 
into play. Shuffle your library afterwards. *Nature’s Lore 
isn’t restricted to basic forests. You can search for and 
play any land that counts as a forest. 5E 


Nature’s Revolt Ench 3 Oe 
All lands are 2/2 creatures. (These creatures still count 
as lands.) TE 


Needle Storm Sore 2@ 
Needle Storm deals 4 damage to each creature with 
flying. TE 
Nurturing Licid Su Licid 1/1 1® 
, >: Nurturing Licid loses all abilities and becomes a 
creature enchantment that reads “4: Regenerate 
enchanted creature” instead of any other type of perma- 
nent. Move Nurturing Licid onto target creature. You may 
pay # to end this effect. «See Transmogrifying Licid for 
related rulings. TE 


Oath of Druids Ench 1@ 
During each player’s upkeep, if that player controls fewer 
creatures than target opponent, the player may reveal 
cards from his or her library until he or she reveals a 
creature card. The player puts that creature into play 
under his or her control and all other revealed cards into 
his or her graveyard. EX 
Overgrowth EL 2e 
Wee enchanted land is tapped for mana, it pro- 
duces an additional 4. $ 


Overrun Sore. 2898 
All creatures you control get +3/+3 and gain trample 

until end of turn. TE 
Pincher Beetles Su Insects 3/1 28 
Pincher Beetles cannot be the target of spells or abilities. TE 


Title Type P/T Cost 
Plated Rootwalla Su Lizard 3/3 4@ 
2 ®: Plated Rootwalla gets +3/+3 until end of ane 


Play this ability only once each turn. 
Founclog Jaguar  SuCat 2/2 a 
Pradesh Gypsies Su Gypsies 1/1 2a 
1 ®, @: Target creature gets -2/-0 until end of 
turn, 5E 
Predatory Hunger EC e 
Whenever any opponent successfully casts a creature 
spell, put a +1/+1 counter on enchanted creature. EX 
Priest of Titania Suef 1/1 1 
>: Add 4 to your mana pool for each Elf in play. Play 
this ability as a mana source. US 
Primal Order Ench 20@ 
During each player's upkeep, Primal Order deals to that 
player an amount of damage equal to the number of 
Nonbasic lands he or she controls. 


Primal Rage Ench 1@ 
All creatures you control gain trample. SH 
Provoke Inst 


1e 
Untap target creature you do not control. That creature 
blocks this turn if able. Draw a card. SH 
Pygmy Troll Su Troll 1/1 1 
For each creature that blocks it, Pygmy Troll gets +1/+1 

until end of turn. Regenerate Pygmy Troll. EX 


Rabid WolverinesSu Wolverines 4/4 3 ave 
For each creature that blocks it, Rabid Wolverines 
gets +1/+1 until end of turn. EX 
Rabid Wombatsu Wombat 0/1 2@@ 

Attacking does not cause Rabid Wombat to tap. 
Rabid Wombat gets +2/+2 for each creature 
enchantment on it. 

Radjan Spirit Su Spirit 3/2 Er 
: Target creature loses flying until end of turn,  5E 
Rampant Growth Sore Le 
Search your library for a basic land card and put that land 
into play, tapped. Shuffle your library afterwards, TE 


Reality Anchor Inst 1@ 
Target creature loses shadow until end of turn. Draw a 
card, TE 
Reap Inst 1a 
Retum any number of target cards from your graveyard to 
your hand, You cannot choose more cards than the number 
of black permanents target opponent controls. TE 
Reclaim Inst 

Put target card from your graveyard on top of your 
library. EX 
Recycle Ench 4a@ 
Skip your draw phase, Whenever you play a card, draw 
a card. During your discard phase, choose and discard 
all but two cards. TE 


Regeneration EC 1®@ 
®: Regenerate enchanted creature. 5E 
Rejuvenate Sore 3@ 
Gain 6 life. Cycling 2. US 


Respite Ins 1” 
el deal no combat damage ths turn, Gain 1 life 
for each attacking creature. TE 
Resuscitate Inst 1®@ 
Until end of turn, each creature you control gains “1; 
Regenerate this creature.’ EX 
Retaliation Ench 2 
Each creature you control gains “Whenever a creature 
blocks it, this creature gets +1/+1 until end of turn’ US 


Rootbreaker Wurm Su Wurm 6/6 Sa 
Trample. TE 
Rootwalla Su Lizard 2/2 2a 


1 @: Rootwalla gets +2/+2 until end of turn. Use this 
ability only once each turn. TE 
Rootwater Alligator Su Alligator 3/2 ae 
Sacrifice a forest: Regenerate Rootwater Alligator. EX 
Root Maze Ench a 
All artifacts and lands come into play tapped. TE 
Scaled Wurm Su Wurm 7/6 ” 4 
5 


Scavenger Folksu Scavenger Folk 1/1 Cy 
®, ©, Sacrifice Scavenger Folk: Destroy target arti- 
fact. 5E 
Scragnoth Su Beast 3/4 4m 
Protection from blue. While Scragnoth is being cast, it 
cannot be countered. TE 


Scryb Sprites Su Faeries 1/1 a 
Flying. 5E 
Seeker of Skybreak Suef 2/1 1 
&: Untap target creature. TE 
Shanodin Dryads Su Nymphs 1/1 a 
Forestwalk. 5E 
Shrink cy 
Target creature gets -5/-0 until rs of turn. 5E 


Skyshroud Archer SuElf 1/1 cy 
®: Target creature with flying gets -1/-1 until end " 
turn. 


Skyshroud Elf SuElf 1/1 1e 
&: Add @ to your mana pool. Play this ability as a 
mana source. 1: Add @ or 9 to your mana Pg 
Play this abit as a mana source. 


3 


; 


: 


Se 


Title 


Skyshroud Elite  SuEWwes 1/1 & 
Skyshroud Elite gets +1/+2 as long as any opponent 

controls any nonbasic lands. EX 
Skyshroud Ranger Suef 1/1 ® 
«©: Choose a land card in your hand and put that land 
into play. Play this ability as a sorcery. TE 


Type P/T 


Skyshroud Troll  SuGiant 3/3 2@@ 
: Regenerate Skyshroud Troll. TE 
Skyshroud Troopers Su Elves 3/3 38 


: Add to your mana pool. Play this ability as a 
mana source. SH 
Skyshroud War Beastsu Beast */* 1” 
Trample. Skyshroud War Beast has power and tough- 

ness each equal to the number of nonbasic lands target 
opponent controls. EX 


Song of Serenity Ench 
Creatures with any enchantments on them cannot 
attack or block. 


Spike Breeder Su Spike 0/0 38 
Spike Breeder comes into play with three +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Breeder: 
Put a +1/+1 counter on target creature. 2, Remove a 
+1/+1 counter from Spike Breeder: Put a Spike token 
into play. Treat this token as a 1/1 green creature. SH 
4a 


Spike Colony Su Spike 0/0 
Spike Colony comes into play with four +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Colony: 
Put a +1/+1 counter on target creature. SH 
Spike Drone Su Spike 0/0 ® 
Spike Drone comes into play with one +1/+1 counter 

on it. 2, Remove a +1/+1 counter from Spike Drone: 

Put a +1/+1 counter on target creature. TE 


Spike Feeder Su Spike 0/0 1¢@ 
Spike Feeder comes into play with two +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Feeder: 
Put a +1/+1 counter on target creature. Remove a +1/+1 
counter from Spike Feeder: Gain 2 life. 


Spike Hatcher Su Spike 0/0 6@ 
Spike Hatcher comes into play with six +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Hatcher: 
Put a +1/+1 counter on target creature. 1, Remove a 
+1/+1 counter from Spike Hatcher: Regenerate Spike 
Hatcher. EX 
Spike Rogue Su Spike 0/0 1am 
Spike Rogue comes into play with two +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Rogue: 
Put a +1/+1 counter on target creature. 2, Remove a 
+1/+1 counter from any creature you control: Put a 
+1/+1 counter on Spike Rogue. 


Spike Soldier Su Spike 0/0 29m 
Spike Soldier comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Soldier: Put a +1/+1 counter on target creature. 
Remove a +1/+1 counter from Spike Soldier: Spike 
Soldier gets +2/+2 until end of turn. 


Spike Weaver SuSpike 0/0 2a 
ote Weaver comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Weaver: Put a +1/+1 counter on target creature. 1, 
Remove a +1/+1 counter from Spike Weaver: Creatures 
deal no combat damage this, turn. EX 


Spike Worker Su Spike 0/0 28 
Spike Worker comes into play with two +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Worker: 
Put a +1/+1 counter on target creature. H 


Spined Wurm Su Wurm 5/4 


Sporogenesis Ench 3a 
During your upkeep, you may put a fungus counter on 
target nontoken creature. Whenever a creature with a 
fungus counter on it is put into a graveyard, put a 
Saproling token into play for each of those fungus 
counters, Treat these tokens as 1/1 green creatures. 
When Sporogenesis leaves play, remove all fungus 
counters from all creatures, 

afer. Algae EL ® 
Play Spreading Algae only on a swamp. When enchant- 
ed land becomes tapped, destroy that land. When 
Spreading Algae is put into a graveyard from play, 
return Spreading Algae to owner's hand. US 
Stampede Inst 1ee 
All attacking creatures get +1/+0 and gain trample 


18 


4@ 
SH 


until end of turn. 5E 
Storm Front Ench * 
®: Tap target creature with flying. TE 
Stream of Life Sore x® 
Target player gains X life. 5E 
Survival of the Fittest Ench 1® 


®, Choose and discard a creature card: Search your 
library for a creature card, reveal that card to all play- 
ers, and put it into your hand. Shuffle your library 
afterwards. 

in Ench 1” 
0: Draw two cards, then choose any two cards in your 
hand drawn this turn. For each of those cards, pay 4 life 
or put that card back on top of your library. Use this abil- 
ity only during your draw phase and only once each turn. 
Sylvan Library does not modify your normal draw for 
the turn, Each Sylvan Library has an ability that enables 
you to draw two cards, then put two drawn cards back 
and/or pay life. Each such ability is played separately. If 


Cost 


ACLE PLAYER’S GUIDE 


Title Type P/T 
two Libraries are used in succession, the first effect to 
resolve does so fully before the next one resolves. In 
other words, you would draw two cards, put two cards 
back, then draw those two cards again. °Abilities that 
trigger when a card is drawn will be played after the 
cards are drawn but before you choose cards to keep or 
put back. You pay life only if you choose a card in your 
hand and decide to keep it, not directly as a penalty for 
not putting cards back, so if something removes the 
cards from your hand before you would choose them, 
you won't have to pay life to “keep” them. 


Symbiosis Inst 1® 
Two target creatures each get 2 until end of i 


Tarpan Su Tarpan 1/1 
pet is put into any jena from play, gain 1 - 
life. 


Tempting Licid Sulicid 2/2 2a 
®, ©: Tempting Licid loses all abilities and becomes a 
creature enchantment that reads “All creatures able to 
block enchanted creature do so” instead of a creature. 
Move Tempting Licid onto target creature. You may pay 
® to end this effect. «See Transmagrifying Licid for 
related rulings. SH 
Thicket Basilisk Su Basilisk 2/4 3@@ 
If Thicket Basilisk blocks or is blocked by any non-Wall 
creature, destroy that creature at end of combat. *See 
Cockatrice for related rulings. 5 
Titania’s Boon Sore 3@ 
Put a +1/+1 counter on each creature you control. US 
Titania’s Chosen Suef 1/1 2@ 
Whenever a player successfully casts a green spell, put 
a +1/+1 counter on Titania's Chosen. US 
Titania’s Song Ench 3@ 


Each noncreature artifact loses its abilities and is an 


artifact creature with power and toughness each equal Ena 


to its total casting cost. If Titania’s Song leaves play, 
this effect continues until end of turn. * While Titania’s 
Song is in play, none of the text in any artifact’s text 
box has any effect on the game. Even upkeep costs 
are erased by the Song's effect. However, the text is 
still there, so you can still edit it with Mind Bend, for 
example. 5E 


Trained Armodon Su Elephant 3/3 1 "se 
Tranquility Sore 2@ 
Destroy all enchantments. 5ETE 
Treefolk Seedlings Su Treefolk  2/* 2e 


Treefolk Seedlings has toughness equal to the number 
of forests you control. US 
Leng Rangers  SuElves 2/2 28 
Treetop Rangers cannot be blocked except by eee 


al flying. 

fing Armodonsu Elephant 3/3 3@ 
- ®: Target creature blocks Trumpeting Armodon 3 
turn if able. 


Tsunami Sore 3 * 
Destroy all islands. 
Untamed Wilds Sore 


Search your library for a basic land card and put that 
card into play. Shuffle your library afterwards. 5E 
Venom EC 188 
If enchanted creature blocks or is blocked by any non- 
Wall creature, destroy that creature at end of combat. 
See Cockatrice for related rulings. «Venom’s ability 
triggers only when blockers are declared. For example, 
moving Venom around with Enchantment Alteration 
won't trigger its ability after blockers have been 
declared, nor will it cancel instances of its ability that 
have already triggered. 5E 


gs EC 2@ 
Whenever enchanted creature successfully deals dam- 
age to a creature, destroy that creature. Ss 


Verdant Force SuElemental7/7 s@@ee@ 
During each player’s upkeep, put a Saproling token into 
play. Treat this token as a 1/1 green creature. *Fach 
player plays the upkeep ability during his or her own 
turn, but Verdant Force's controller still controls the 
ability and therefore controls the Saproling token put 
into play. TE 
it Touch Sore 1® 
Buyback 3. Target land becomes a 2/2 creature per- 
manently. SH 


Verdigris Inst 28 
Destroy target artifact. TE 
Verduran Enchantresssu Enchantress0/2 1 


0: Draw a card. Use this ability only when you suc- 
cessfully cast an enchantment spell and only once for 
each such spell. ¢Verduran Enchantress's ability won't 
trigger on an enchantment being moved from one 
target to another: as far as the Enchantress is con- 
cerned, the enchantment is simply moving around, not 
being played again. 5E 

Bloom Ench 38 
Whenever a forest is tapped for mana, it produces an 
additional 4. US 

Ench 1 
2,, Tap a creature you control: Gain 2 life. Play this 
ability as a sorcery. 

of Blossoms su Wall 0/4 1® 


When Wall of Blossoms comes into play, draw a card. SH 


AC - Artifact Creature 
Art - Artifact 


Cost : 


Title Type ‘ P/T Cost : 
Wall of Brambles = Su Wall 2/3 2a 
#®: Regenerate. 5E 
Wanderlust EC 29 


During the upkeep of enchanted creature’s controller, 
Wanderlust deals 1 damage to him or her. 


War Dance Ench 

During your upkeep, you may put a verse counter on 
War Dance. Sacrifice War Dance: Target creature gets 
+X/+X until end of turn, where X is the number of 
verse counters on War Dance. 


War Mammoth su Mammoth 3/3 38 
Trample. 5E 
Whirling Dervish Su Dervish 1/1 oe 


Protection from black. If Whirling Dervish damages 
any opponent, put a +1/+1 counter on it at end of 
turn. °/f Whirling Dervish damages an opponent, it will 
get a counter at end of turn, even if it's under the 
control of that player at that time. Also, it can get 
more than one counter during the same turn if it man- 
ages to damage a player on more than one occasion 
during that turn. 5 


Whirlwind Sore 208 
Destroy all creatures with flying. US 
Wild Dogs Su Hounds 2/1 cy 


During your upkeep, if a player has more life than any 
ne that player gains control of Wild Dogs. oe 


Wild Growth EL cy 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional @. Wild Growth is simply trigger- 
ing when appropriate rather than modifying the land's 
abilities. So Contamination doesn't override this ability, 
it doesn’t allow a Reflecting Pool to produce #8, and 
SO on. 5E 
Winding Wurm = Su Wurm 


6/6 4a 


US 
Winter Blast Sore ® 
Tap X target creatures. Winter Blast deals 2 damage to 
each of those creatures with flying. * Winter Blast may 
target creatures that are already tapped. It will deal 2 
damage to each such creature that has flying. * Note that 
whether a creature has flying or not is checked when 


Winter Blast resolves, not when it's played. 5E 
Winter's Gras; Sore 1e® 
Destroy target land. TE 


Wolverine Packsu Wolverine Pack 2/4 2% 
Rampage: 2. 5E 
Wood Elves SuEWves 1/1 28 


When Wood Elves comes into play, search your library 
for a forest card and put that forest into play. Shuffle 
your library afterwards. EX 
Wyluli Wolf Su Wolf 1/1 


: Target creature gets +1/+1 until end of turn. 


| LANDS | 


Adarkar Wastes Land 
: Add one colorless mana to your mana pool. =: Add 
%* or to your mana pool. Adarkar Wastes deals 1 
damage to you. *Al/ land abilities that produce mana are 
played as mana sources, even if the effect does some- 
thing else, such as damaging you. 5E 
Ancient Tomb Land 
: Add two colorless mana to your mana pool. Ancient 
Tomb deals 2 damage to you. *See Adarkar Wastes for 
related rulings. TE 
Blasted Landscape —_Land 
©: Add one rae mana to your mana pool. 
Cycling 2. 
Bottomless Vault Land 
Bottomless Vault comes into play tapped. You may 
choose not to untap Bottomless Vault during your untap 
phase and put a storage counter on it instead. >, 
Remove X storage counters from Bottomless Vault: Add 
an amount of 4 equal to X to your mana pool. * This 
land gets a counter if it is tapped when you play the 
untap phase ability and you decline to untap it, even if 
an effect such as Winter Orb’s would have prevented it 
from untapping. Whether the land was untapped at the 
beginning of untap is unimportant. If you skip your 
untap phase, the land does not get a counter. * Tapping 
a storage land to remove zero counters is still tapping it 
for mana, so effects like Mana Flare's will trigger, pro- 
ducing mana as appropriate. *Effects that simply tap a 
storage land won't drain it of its counters. Effects that 
force the land to produce mana, such as Power Sink’s, 
will cause all of its counters to be removed and the 
appropriate amount of mana to be produced. *A contin- 
uous effect such as Blood Moon's doesn’t convert lands 
until after they enter play. This land will enter play 
tapped and then become a mountain. *Changing a land 
into another type doesn’t remove any counters that are 
on the land. However, storage counters will be useless 
until the land reverts to normal. 5E 
Land 
«>: Add one colorless mana to your mana pool. >: #& 
or # to your mana pool. Brushland deals 1 damage to 
you. «See Adarkar Wastes for related rulings. 5E 
Caldera Land 
Caldera Lake comes into play tapped. @: Add one col- 
orless mana to your mana pool. G: Add « or @ to 


1@ 
5E 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
your mana pool. Caldera Lake deals 1 damage to oo 


*See Adarkar Wastes for related rulings. 


Cinder Marsh Land 

>: Add one colorless mana to your mana pool, ¢: 
Add 4 or @ to your mana pool. Cinder Marsh does 
not untap during your next untap phase. 


City of Brass Land 

Whenever City of Brass becomes tapped, it deals 1 
damage to you. : Add one mana of any color to your 
mana pool. Mote that City of Brass deals 1 damage to 
its controller if it becomes tapped for any reason, not 
Just as a side effect of producing mana. 5E 
City of Traitors Land 

If you play a land, sacrifice City of Traitors. ~: Add two 
colorless mana to your mana pool. EX 
Drifting Meadow Land 

Drifting Meadow comes into play tapped. >: Add a to 
your mana pool. Cycling 2. US 
Dwarven Hold Land 

Dwarven Hold comes into play tapped. You may choose 
not to untap Dwarven Hold during your untap phase 
and put a storage counter on it instead. ~, Remove X 
storage counters from Dwarven Hold: Add an amount of 
@ equal to X to your mana pool. *See Bottomless Vault 
for related rulings. BE 
Dwarven Ruins Land 

Dwarven Ruins comes into play tapped. @: Add @ to 
your mana pool. &, Sacrifice Dwarven Ruins: Add 
@@ to your mana pool. 

Ebon Stronghold Land 

Ebon Stronghold comes into play tapped. @: Add 4 to 
your mana pool. @, Sacrifice Ebon Stronghold: a 
4 to your mana pool. 


Forest la 
&: Add @ to your mana pool. 5E,TEUS 
Gaea’s Cradle LLand 


>: Add @ to your mana pool for each creature you 
control. US 


Ghost Town Land 
«: Add one colorless mana to your mana pool. 0: 
Return Ghost Town to owner's hand. Use this ability 
only during another player’s turn. TE 
Land 
Havenwood Battleground comes into play tapped. ©: 
Add # to your mana pool, >, Sacrifice Havenwood 
Battleground: Add #4 to your mana pool. 5E 
Hollow Trees Land 
Hollow Trees comes into play tapped. You may choose 
not to untap Hollow Trees during your untap phase and 
put a storage counter on it instead. , Remove X stor- 
age counters from Hollow Trees: Add an amount of 4 
equal to X to your mana pool. *See Bottomless Vault for 
related rulings. 5E 
icatian Store Land 
Icatian Store comes into play tapped. You may choose 
Not to untap Icatian Store during your untap phase and 
put a storage counter on it instead. G, Remove X stor- 
age counters from Icatian Store: Add an amount of 3 
equal to X to your mana pool. «See Bottomless Vault for 
related rulings. 5E 
Ice Floe Land 
You may choose not to untap Ice Floe during your 
untap phase, <: Tap target creature without flying that 
is attacking you. As long as Ice Floe remains tapped, 
that creature does not untap during its controller's 
untap phase, 


Island Land 

: Add @ to your mana pool. 5E,TE,US 
lusan Forest Land 

«: Add one colorless mana to your mana pool. +: 


Add @ or @ to your mana pool. Karplusan Forest 
deals 1 damage to you. *See Adarkar Wastes for relat- 
ed rulings. 5E 
Maze of Shadows Land 
: Add one colorless mana to your mana pool. =: 
Untap target attacking creature with shadow. That 
creature neither deals nor receives combat damage ie 
tum. 


Hollows Land 


«>: Add one colorless mana to your mana pool. >: 

Add @ or # to your mana pool. Mogg Hollows does 
not untap during your next untap phase, TE 
Mountain Land 

&: Add e to your mana pool. 5E,TE,US 
Ph in Tower LLand 


«©: Add one colorless mana to your mana pool. +, 
Sacrifice a creature: Add #4 to * mana pool. 


Pine Barrens Lan 

Pine Barrens comes into play ined : Add one 
colorless mana to your mana pool. @: Add 4 or 4 to 

your mana pool. Pine Barrens deals 1 damage to you. 

°See Adarkar Wastes for related rulings. 


US 


Land 

&: Add 4 to your mana pool. 5E,TE,US 
Polluted Mire Land 
Polluted Mire comes into play tapped. «>: Add 4 to 
your mana pool. Cycling 2. US 

‘ing Pool Land 
«: Add to your mana pool one mana of any type that 
any land you control can produce. TE 


Sor - Sorcery 


Title Type P/T Cost } 


Remote Isle Land 

Remote Isle comes into play tapped. : Add @ to 
your mana pool. Cycling 2. US 
Rootwater Depths —_Land 

«>: Add one colorless mana to your mana pool. ¢: Add 
€ or ® to your mana pool. Rootwater Depths does 
not untap during your next untap phase. 


Ruins of Trokair Land 
Ruins of Trokair comes into play tapped. «>: Add 3 to 
your mana pool. $, Sacrifice Ruins of Trokair: Add 
3% to your mana pool. 5E 
Salt Flats Land 
Salt Flats comes into play tapped, <: Add one colorless 
mana to your mana pool. @: Add 2 or 4 to your 
mana pool. Salt Flats deals 1 damage to you. «See 
Adarkar Wastes for related rulings. TE 


Sand Silos Lan 
Sand Silos comes into play tapped. You may choose not 
to untap Sand Silos during your untap phase and put a 
storage counter on it instead. «, Remove X storage 
counters from Sand Silos: Add an amount of @ equal 
to X to your mana pool. °See Bottomless Vault for relat- 
ed rulings. 5E 
Scabland Land 

Scabland comes into play tapped. <$: Add one colorless 
mana to your mana pool. >: Add @ or % to your 
mana pool. Scabland deals 1 damage to you. *See 
Adarkar Wastes for related rulings. TE 


Serra’s Sanctum LLand 
: Add % to your mana pool for each enchantment 
you control. US 


Shivan Gorge LLand 

: Add one colorless mana to your mana pool, 2 @, 
«S: Shivan Gorge deals 1 damage to each of your 
opponents. 

Skyshroud Forest Land 

Skyshroud Forest comes into play tapped. <: Add 
one colorless mana to your mana pool. <: Add 4 
or @ to your mana pool. Skyshroud Forest deals 1 
damage to you. *See Adarkar Wastes for related 
rulings. 

Slippery Karst Land 

Slippery Karst comes into Mgt tapped. >: Add @ to 
your mana pool. Cycling 2 US 
Smoldering Crater = — Land 
Smoldering Crater comes into play tapped. 
to your mana pool. Cycling 2). 


Stalking Stones Land 

«: Add one colorless mana to your mana pool. 6: 
Stalking Stones becomes a 3/3 artifact creature perma- 
nently. (This creature still counts as a land.) TE 
Sulfurous Springs Land 
®: Add one colorless mana to your mana pool. >: Add 
© or @ to your mana pool. Sulfurous Springs deals 1 
damage to you. *See Adarkar Wastes for related ne 


: Add i 


Svyelunite Temple — Land 

Svyelunite Temple comes into play tapped. @: Add @ 
to your mana pool. &, Sacrifice Svyelunite Temple: Add 
 @ to your mana pool, 5E 
Swamp Land 
&: Add & fo your mana pool. 


Thalakos Lowlands Land 

: Add one colorless mana to your mana pool. >: Add 

%* or @ to your mana pool, Thalakos Lowlands does 

not untap during your next untap phase. 

Thran Quarry Land 

At the end of each turn, if you control no creatures, 

sacrifice Thran Quarry. ‘©: Add one mana of any color 

to your mana pool. US 

Tolarian Academy ——LLand 

©: Add @ to your mana pool for each artifact you 

control. «See Banned & Restricted p. 105. US 

Underground River Land 

Ps Add one colorless mana to your mana pool. «: Add 
@ or % to your mana pool. Underground River deals 1 

damage to you. *See Adarkar Wastes for related ae 

5 


5E,TE,US 


Urza’s Mine Land 

©: Add one colorless mana to your mana pool. If 
you control Urza’s Mine, Urza’s Power Plant, and 
Urza's Tower, add two colorless mana to your mana 
pool instead of one. *You get two mana from Urza's 
Mine if you have even one of each “Urza land” in 
play. You don’t need to have the same number of 
Mines, Power Plants, and Towers. You have no 
contra! over whether the Mine produces one mana 
or two. If you control the complete set of Urza 
lands, you get two mana regardless of whether you 
want it. «The amount of mana to be produced is set 
when you play the ability, not when the effect 
resolves. 

Urza’s Power Plant — Land 

©: Add one colorless mana to your mana pool. If 
you control Urza’s Mine, Urza’s Power Plant, and 
Urza's Tower, add two colorless mana to your mana 
pool instead of one. *See Urza's Mine for related 
rulings. 

Urza’s Tower Land 

: Add one colorless mana to your mana pool. 

If you control Urza’s Mine, Urza's Power Plant, and 
Urza’s Tower, add three colorless mana to your mana 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


pool instead of one. ¢See Urza's Mine for related 

rulings. 

Vec Townships Land 

«: Add one colorless mana to your mana pool. «: Add 

® or % to your mana pool. Vec Townships does not 

untap during your next untap phase. TE 

Volrath’s Stronghold LLand 

: Add one colorless mana to your mana pool, 1 4, 

: Put target creature card from your graveyard on 

top of your library. SH 

Wasteland Land 

©: Add one colorless mana to your mana pool. &, 

Sacrifice Wasteland: Destroy target nonbasic land. 
TE 


Acidic Soil Sorc 2@ 
Acidic Soil deals 1 damage to each player for each land 
he or she controls, US 
Aftershock Sore 2@ 
Destroy target artifact, creature, or land. Aftershock 
deals 3 damage to you. TE 
Ambush Party Su Ambush Party 3/1 4@ 
First strike. Ambush Party is unaffected by summoning 
sickness. 5E 
Amok Ench 1@ 
1, Discard a card at random: Put a 
+1/+1 counter on target creature. SH 


STYLE FILES 


“Basically, Gix is just really 
ugly. A demonic construct 
of Yawgmoth himself 
Gix is built of bone, 
machine parts, and soft 
yucky meat stuffs, Gix loyally 
serves Yawgmoth and constantly 
plagues Urza in his campaign 
against Phyrexia.” 
— Urza's Saga style guide 


Anarchist Su Townsfolk 
When Anarchist comes into play, you may return target 
sorcery card from your graveyard to your hand. EX 
Ancient Runes Ench 2@ 
During each player's upkeep, Ancient Runes deals 1 dam- 
age to that player for each artifact he or she controls, TE 
Antagonism Ench 3@ 
During each player's discard phase, Antagonism deals 2 
damage to that player unless one of his or her opponents 
ie successfully dealt damage that turn. 


Apoca lypse Sore 2e@e2@ 
saa all permanents from the game. Discard your 
hand. TE 
Are Lightnin: Sore 2@ 
Arc Lightning deals 3 damage divided as you choose among 
any number of target creatures and/or players. 

to SuAtog 1/2 1@ 
Sacrifice an artifact: Atog gets +2/+2 until end of yu 
5 


Ball Lig Su Ball Lightning 6/1 @@@ 
Trample. Ball in tning is unaffected by summoning 


sickness, At the end of any turn, sacrifice Ball | 

5 
Barbed Sliver Su Sliver 2/2 2@ 
Each Sliver gains “2; This creature gets +1/+0 until 
end of turn.’ TE 
Bedlam Ench 


2ee 
Creatures cannot block. US 
Bird Maiden Su Bird Maiden 1/2 2@ 
Flying. bE 
Blood Frenzy Inst 12 
Target ata or blocking creature gets +4/+0 until 
end of turn. At end of turn, destroy that creature. © TE 
Blood Lust Inst 1@ 
Target creature gets +4/-4 until end of turn. If this 
reduces that creature's toughness to less than 1, the 
creature's toughness is 1. *A number can only be 
reduced below a certain value if it was at or above that 
value to begin with. So if Blood Lust's target somehow 
already has toughness less than 1, it will get another -4 
toughness rather than having its toughness raised to 1.5E 
Boil Inst 3 e 
Destroy all islands. 
Brand Inst “i 
Gain control of all permanents you own. Cycling 2, US 
Brassclaw Orcs = Su Ores 3/2 2@ 
Brassclaw Orcs cannot be assigned to block any crea- 
ture with power 2 or greater. 5E 


ST - Stronghold 
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Bravado EC 1@ 
Enchanted creature gets +1/+1 for each other creature 
you control. US 


Brothers of Fire Su Brothers 2/2 1¢@@ 
1 @@: Brothers of Fire deals 1 damage to target 
creature or player and 1 sel he you. 5E 


Brute, The 1@ 
Enchanted creature gets +1/+0. eee: Regenerate 
enchanted creature, BE? 


Bulwark Ench 3@e@ 
During your upkeep, Bulwark deals 1 damage to target 
opponent for each card in your hand greater than the 

number of cards in that player's hand. US 


Canyon Drake SuDrake 12 2@@ 
Flying. 1, Discard a card at random: Canyon Drake 
gets +2/+0 until end of turn, JE 


Canyon Wildcat 


Mountainwalk. 


Cave People SuCave People 14 1@@ 
If Cave People attacks, it gets +1/-2 until end of turn. 
1 @@, &: Target creature gains mountainwalk until 
end of turn. 5 


Chaotic Goo Su Ooze 0/0 2@@ 
Chaotic Goo comes into play with three +1/+1 counters 
on it. During your upkeep, you may flip a coin. If you 
win the flip, add a +1/+1 counter to Chaotic Goo. 

Otherwise, remove a +1/+1 
counter from it. TE 


SuCat 2/1 le 
TE 


Cinder Crawler Su Salamander 1/2 12 
@: Cinder Crawler gets +1/+0 until end of turn. Use 
this ability only if Cinder Crawler is blocked. EX 
Conquer EL 3e@e@ 
Gain control of enchanted land. 5E 
Convulsing Licid  Sulicid 2/2 2@ 
@, >: Convulsing Licid loses all abilities and becomes 
a creature enchantment that reads “Enchanted crea- 
ture cannot block” instead of a creature. Move 
Convulsing Licid onto target creature. You may pay @ 
to end this effect. °See Transmogrifying Licid for relat- 
ed rulings. SH 
Crater Hellion SuBeast 6/6. 4@@ 
Echo. When Crater Hellion comes into play, it deals 4 
damage to each other creature. US 
Craven Giant Su Giant 4/1 2@ 
Craven Giant cannot block. SH 
Crimson ManticoreSu Manticore 2/2 2@@ 
Flying. @, &: Crimson Manticore deals 1 damage to 
target attacking or blocking creature. 5E 


Crown of Flames EC 

@: Enchanted creature gets +1/+0 until end of turn. 
@: Return Crown of Flames to owner's hand. tr 
Deadshot Sore 3@ 


Tap target creature. That creature deals damage equal 
to its power to another target creature. TE 


Destructive Urge EC 1@@ 
Whenever enchanted creature successfully deals combat 
damage to a player, that player sacrifices a land. US 


Detonate Sore x@ 
Destroy target artifact with total casting cost equal 
to X. Detonate deals X damage to that artifact's 
controller. Creatures destroyed in this way canno 
be regenerated this turn. *Detonate, not the artifact, 
deals the damage. Detonate fizzles if the target is 
removed before resolution, and no damage is dealt.5E 


Disintegrate Sore xe 
Dismtegae deals X damage to target creature or play- 
er. That creature cannot regenerate this turn. If the 
creature is dealt lethal damage this turn, remove it 
from the game. °/f lethal damage is dealt to the target 
creature later in the turn, it's removed from the game 
instead of destroyed. Thus, abilities such as Soul Net's 
won't trigger and abilities that replace destruction, 
such as regeneration, can't be used. It isn’t important 
whether Disintegrate itself deals lethal damage to the 
creature, just whether it suffers lethal damage. 
°Prohibiting the target creature from regenerating is a 


Title Type P/T Cost 


function of the spell, not of the damage. So it applies 
even if X is equal to 0; redirecting the damage won't 
change which creature is stopped from regenerating; 
and so on. 5E 


Disorder 
Disorder deals 2 damage to ea white creature a 
fe player who controls a white creature. 


pean ig Gaze EC 

izzying Gaze only on a creature you control. @: 
Ee hana creature deals 1 damage to target creature 
with flying. EX 
Dromosaur Su lizard 2/3 22 
Whenever Dromosaur blocks or becomes blocked, it 
gets +2/-2 until end of turn. 

Duct Crawler Su Insect 1/1 

1 @: Target creature cannot block Duct Crawler a ‘ 
turn. 


Dwarven Catapult Inst xe 
Dwarven Catapult deals X damage divided evenly, 
rounded down, among all creatures target opponent 
controls, ° Your opponent's creatures aren't counted until 
the spell resolves. If your opponent produces more crea- 
tures in response to Dwarven Catapult and thus has 
more than X creatures in play when it resolves, each of 
his or her creatures takes 0 damage (after rounding 
down). 

Dwarven Soldier Su Dwarf 2/1 1@ 
If Dwarven Soldier blocks or is blocked by any Orcs, it 
gets +0/+2 until end of turn. 5E 


Dwarven Warriors Su Dwarves 1/1 2e 
>: Target creature with power 2 or less is unblockable 
this turn. *Evasion abilities only apply when blockers are 
declared, so making a creature unblockable once it has 
already been blocked accomplishes nothing. 5E 
Earthquake Sore x@ 
Earthquake deals X damage to each creature without 
flying and each player. 5E 
Electryt Su Beast 3/3 3@@ 
Whenever Electryte successfully deals combat damage 
to defending player, Electryte deals damage equal to its 
power to each blocking creature. US 


Enraging Licid Sulicid 1/1 12 
@, >: Enraging Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature is 
unaffected by summoning sickness” instead of any other 
type of permanent, Move Enraging Licid onto target crea- 
ture. You may pay @ to end this effect. «See 
Transmogrifying Licid for related las TE 
Errantry 1@ 
Enchanted creature gets +3/+0 i cannot attack with 
any other creatures. 5E 
Eternal Warrior EC e 
Attacking does not cause enchanted creature to tap. 5E 


Falter Inst le 
Creatures without flying cannot block this turn. US 
Fanning the Flames Sorc x@ 
Buyback 4 Fanning the Flames deals X damage to 
target creature or player. SH 
Fault Line Inst x@e@ 
Fault Line deals X damage to each creature without fly- 
ing and each player. US 
Fiery Mantle EC 1@ 
When Fens Mantle is put into a graveyard from play, 
return Fiery Mantle to owner’s hand. @: Enchanted 
creature gets +1/+0 until end of turn. US 


Fighting Chance Inst e 
For each blocking creature, flip a coin. If you win the flip, 
that creature deals no combat damage this turn. EX 
Fire An Su Insects 2/1 2@ 
&: Fire Ants deals 1 damage to each other creature 
without flying. US 
Fire Drake SuDrake 1/2 1@@ 
Flying. @: Fire Drake gets +1/+0 until end of tum. You 
cannot spend more than @ in this way each tum,  5E 
Fireball Sore x@ 
Pay 1 for each target beyond the first: Fireball deals X 
damage divided evenly, rounded down, among any 
number of target creatures and/or players. ° You can't 
target the same thing twice when you play a spell, so if 
you split the Fireball, you must choose different targets 
for it. *Mana spent to allow additional targets is a cost 


but not part of the casting cost. 5E 
Firebreathing EC 2 
@: Enchanted creature gets +1/+0 until end of turn. 5E 
Firefl Su Insect 1/1 3@ 


FIN @: Firefly gets +1/+0 until end of turn. TE 
Fireslinger Su Wizard = 1/1 12 
&: Fireslinger deals 1 damage to target creature or 
player and 1 damage to you. TE 
Flame Spitt Su Spirit 2/3 42@ 
@: Flame Spirit gets +1/+0 until end of turn. 5E 
Flame Wave Soc = 3 @@ee 
Flame Wave deals 4 damage to target player and each 
creature he or she controls. SH 
Flare Inst 2@ 
Flare deals 1 damage to target creature or player. Draw 
a card at the beginning of the next turn. 5E 
Flashfires Sore 32a 
Destroy all plains. 5E 
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Title Ti PT 


Flin Inst 1@ 
Sacrifice a creature: Fling deals damage equal to the sacri- 
ficed creature's power to target creature or player. SH 
Flowstone Blade EC 2 
@: Enchanted creature gets +1/-1 until end of tum. SH 


Flowstone Flood Sore 3 
Buyback-Pay 3 life, discard a card at random. Destroy 
target land. EX 


Flowstone Giant SuGiant 33 2e@e 
@: Flowstone Giant gets +2/-2 until end of turn. TE 
Flowstone Hellion Su Beast 3/3 42 
Flowstone Hellion is unaffected by summoning sickness. 
©: Flowstone Hellion gets +1/-1 until end of turn. SH 
Flowstone Mauler Su Beast 4/5 40@ 
Trample. @: Flowstone Mauler gets +1/-1 until end a 
turn. 


Fowstone Salamandersu Salamander3/4 3 @@ 
@: Flowstone Salamander deals 1 damage to target 
creature blocking it. TE 


Howstone Shambler Su Beast 2/2 22@ 
@: Flowstone Shambler gets +1/-1 until end of tum. SH 
Flowstone Wyvern SuDrake 3/3 Sime 
Flying. @: Flowstone Wyvern gets +2/-2 until end ' : 
turn. 


Furnace Brood Su Elementals 3/3 3@ 
@: Target creature cannot be regenerated this tum. EX 


Furnace of Rath Ench 1@ee 
Double all damage assigned to any creature or player. 
* Continuous abilities that apply when damage is 
assigned take effect when damage is redirected, just 
like abilities that trigger on that damage. Because 
redirected damage is actually reassigned, Furnace of 
Rath doubles damage that gets redirected. For exam- 
ple, here’s what happens when a Ball Lightning (power 
6, trample) is blocked by an Ophidian (toughness 3) 
while Furnace of Rath is in play: Normally, Ball 
Lightning would assign 6 damage to the Ophidian, but 
because the Furnace is in play, it assigns 12 damage. 
Ophidian’s toughness is 3, so 9 of the 12 damage 
“tramples through,” meaning it's redirected to the 
defending player. When that 9 damage is assigned to 
the defending player, it's doubled again because of the 
Furnace’s effect, for a total of 18 damage. TE 
Furnace Spirit Su Spirit 1/1 2@ 
Furnace Spirit is unaffected by summoning sickness. 
@: Furnace Spirit gets +1/+0 until end of turn, SH 
Gamble Sore 
Search your library for a card, put that card into your 
hand, then discard a card at random. Shuffle your 
library afterward. 
Game of Chaos Sore eee 
Flip a coin. If you win the flip, target opponent loses 1 
life. Otherwise, you lose 1 life. The winner of the flip 
gains 1 life and may repeat this process. Double the 
stakes each time. 
Giant Strength EC 
Enchanted seh gets +2/+2, 
Goblin Bombardment  Ench Le 
Sacrifice a creature: Goblin Bombardment deals 1 dam- 
age to target creature or player. TE 
Goblin Cadets  SuGoblins 2/1 @ 
Whenever Goblin Cadets blocks or becomes blocked, 
target opponent gains control of it. U 
Goblin Digging Teamsu Goblins 1/1 @ 
®, Sacrifice Goblin Digging Team: Destroy target “ 
5 


Goblin Hero 


ee 
5E,TE 


Su Goblin 2/2 28 
5E 


Goblin King Sulord 2/2 Lee 
All Goblins get +1/+1 and gain mountainwalk. ° See 
Zombie Master for related rulings. SE: 


Goblin bony Su Goblin 1/1 @ 
Whenever Goblin Lackey successfully deals damage to a 
player, you may choose a Goblin card in your hand and 
put that Goblin into play. US 


Goblin Matron = Su Goblin 1/1 2@ 
When Goblin Matron comes into play, you may search 
your library for a Goblin card. If you do, reveal that 
card, put it into your hand, and shuffle your library 
afterward, 

Goblin Offensive Sore x1ee 
Put X Goblin tokens into play. Treat these tokens as 1/1 
red creatures, US 


Goblin Patrol Su Goblins 2/1 @ 
Echo. US 
Goblin Raider Su Goblin 2/2 12 
Goblin Raider cannot block. US 
Goblin Spelunkers Su Goblins 2/2 22 
Mountainwalk. US 


Goblin War Buggy Su Goblin 2/2 1@ 
Echo. Goblin War Buggy is unaffected by summoning 
sickness, US 
Goblin War Drums —Ench 22 
Each creature you control cannot be blocked by only 
one creature. «Controlling multiple Goblin War Drums 
has no added effect. 5E 
Goblin Warrens Ench 2 
2. @, Sacrifice two Goblins: Put three Goblin tokens 
into play. Treat these tokens as 1/1 red creatures. 5E 


itle Type P/T 
Guma SuCat 2/2 2@ 
Protection from blue. US 


Hand to Hand Ench 22 
Instants and abilities requiring an activation cost cannot 
be played during combat. TE 
Havoc Ench 

Whenever target opponent successfully casts a Fe 
spell, he or she loses 2 life. TE 


Headlong Rush Inst te 
All a creatures gain first strike until end of tum. US 
Heart Sliver Su Sliver 1/1 1@ 
All Slivers are unaffected by summoning sickness. TE 


Heat of Battle Ench 1@ 
Whenever any creature blocks, Heat of Battle deals 1 
damage to that creature’s controller, SH 


Heat Ray Inst xe 
Heat Ray deals X damage to target creature. US 


Hill Giant Su Giant... 3/3 3 4 


Hurloon Minotaur Su Minotaur = 2/3 ee 
Imposing Visage EC 

Enchanted creature cannot be blocked by only one 
creature, 5E 


Incinerate Inst 1@ 
Incinerate deals 3 damage to target creature or player. 
Creatures damaged by Incinerate cannot regenerate this 
turn. *Any and all creatures that Incinerate successfully 
damages are prohibited from regenerating this turn. If 
the damage is redirected piecemeal, it's possible for one 
Incinerate to prohibit more than one creature from regen- 
erating. 5E 
Inferno Inst 5 ee 
Inferno deals 6 damage to each creature and player. 5E 


Invasion Plans Ench 22@ 
Each creature blocks whenever able. Attacking player 
chooses how each creature blocks. SH 


lronclaw Curse EC @ 
Enchanted creature gets -0/-1 and cannot be assigned 
to block any creature with power greater than or equal 
to enchanted creature’s toughness. 5E 
Ironclaw Orcs Su Ores 2/2 le 
lronclaw Ores cannot be assigned to block any creature 
with power 2 or greater. 5E 


Jackal Pup SuHound 2/1 e 
For each 1 yas dealt to Jackal Pup, it deals 1 dam- 
age to you. TE 
Jagged Lig ghtning Sore 3e@e 
Jagged Lightning deals 3 damage to target creature 

and 3 damage to another target creature. Ly 


Jokulhaups Sore 4ee 
Destroy all artifacts, creatures, and lands. Creatures 
destroyed in this way cannot be regenerated this tum, 5E 


Keeper of the Hamesu Wizard 1/2 ee 
@, ©: Keeper of the Flame deals 2 damage to target 
opponent. Use this ability only if that opponent has 

more life than you. EX 


Keldon Warlord  Sulod ** 2e@@ 
Keldon Warlord has power and toughness each equal to 
the number of non-Wall creatures you control. *Once dam- 
age is dealt, it remains on the creature throughout the 
turn, So : Warlord might survive damage when it’s first 
dealt, on u to die when other creatures you control leave 
play and the Warlord’s toughness drops as a result. 5E 
in Inst 1e@ 
Kindle deals to target creature or player an amount of 
damage equal to 2 plus the number of Kindle cards in 
all graveyards. T 


Lay Waste Sorc 3@ 
Destroy target land. Cycling 2. US 
Banat Blast Inst 3@ 


Lightning Blast deals 4 damage to target creature or 
player. TE 
Lightning Dragon Su Dragon 4/4 Dee 
Flying, echo, @: Lightning Dragon gets +1/+0 until end 
of turn. US 
Hentai Elementalsu Elemental4/1 3@ 
Lightning Elemental is unaffected by summoning aa 
ness, 


Lowland Giant Su Giant 4/3 2 ee 
bg i-Vec Su Wizard — 2/2 2@ 
iscard a card at random: Mage iHVec deals 1 

paces to target creature or player. 


Magmasaur  SuElemental 0/0 3@@ 
Magmasaur comes into play with five +1/+1 counters 
on it. During your upkeep, remove a +1/+1 counter 
from Magmasaur, or sacrifice Magmasaur and it deals 1 
damage for each +1/+1 counter on it to each creature 
without flying and each player. T 


Mana Clash Sore 

You and target opponent each flip a coin. Mana Clash 
deals 1 damage to each player whose coin comes up 
tails. Repeat this process until both players’ coins come 
up heads at the same time. *Mana Clash has a single 
target, namely an opponent. It doesn’t target you, even 
though it affects you. SE 


Mana Flare Ench 2@ 
Whenever any player taps a land for mana, it produces 


AC - Artifact Creature 
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one additional mana of the same type. °7he “same 
type” of mana is the type of mana the land was tapped 
to produce. If the land has more than one mana- 
producing ability, then only the one that was used is 
relevant. If that ability produces more than one type of 
mana, its controller chooses which type of mana is pro- 
duced by Mana Flare; if there's more than one Mana 
Flare or similar ability in play, that player makes this 
decision separately for each one, as each of them trig- 
gers independently. 5E 


Manabarbs Ench 3@ 
Whenever any player taps a land for mana, Manabarbs 
deals 1 damage to him or her. «See Adarkar Wastes for 
related rulings. Because each land is tapped for mana 
individually, you will often need to play damage-prevention 
abilities once for each land that is tapped. Any new dam- 
age generated during a damage-prevention step is folded 
into that step rather than creating a step of its own, so if 
you tap a number of lands for mana during damage pre- 
vention, you'll be handling all of that damage at once. In 
such a case, you could prevent all the damage with a sin- 
gle use of a Circle of Protection, for example. *All damage 
is from the same source, so effects such as Reverse 
Damage's will scoop up all the damage Manabarbs has 
dealt to you this turn. 5E 


Maniacal Rage EC le 
Enchanted creature gets +2/+2 and cannot block. EX 
Meltdown Sore xe 


Destroy each artifact with total pe cost X or less, US 
Mob Justice 


Sore 1@ 
Mob Justice deals 1 damage to ent player for each 
creature you control, SH 


Mogg Assassin Su Goblin 2/1 2@ 
ip a coin. Then, if you win the flip, destroy target 
creature an opponent controls. Otherwise, destroy target 
creature of that opponents choice, EX 


Mogg Bombers Su Goblins 3/4 32 
If any other creature comes into play, sacrifice Mogg 
ee and it deals 3 damage to target player. SH 


Mogg Conscripts Su Goblins 2/2 @ 
Mogg Conscripts cannot attack unless you have suc- 
ae cast a creature spell this turn. TE 


g Fanatic Su Goblin 1/1 
ne i, Mogg Fanatic: Mogg Fanatic deals 1 damage 
to “hed creature or player. TE 
Moga Flunkies Su Goblins 3/3 Le 
Mogg Flunkies cannot attack or block during a turn in 
which no other creature you control attacks or blocks.SH 


Mogg Infestation Sore 3e@ 
Destroy all creatures target player controls, For each 

creature put into el graveyard in this way, put two 

Goblin tokens into play under that player's control, Treat 
these tokens as 1/1 red creatures, SH 
Mogg Maniac = SuGoblin 1/1 Le 
Whenever Mogg Maniac is dealt damage, it deals an 

equal amount of damage to target opponent. SH 
Mogg Raider Su Goblin 1/1 @ 
Sacrifice a Goblin: Target creature gets +1/+1 until end 
os turn, TE 


ogy Sq Squad Su Goblins 3/3 ve 
fie quad gets -1/-1 for each other creature in play. TE 
Mons’s Goblin Raiderssu Goblins 1/1 4 


Monstrous Hound Su Hound 4/4 ae 
Monstrous Hound cannot attack unless you control more 
lands than defending player. Monstrous Hound cannot 
a unless you control more lands than attacking 
player. 


Mountain Goat Su Goat 1/1 ey 
Mountainwalk. 5E 
No Quarter Ench 3@ 


Whenever any creature blocks or is blocked by a crea- 
ture with lesser power, destroy the creature with the 
lesser power. Te 
Oath of Mages Ench Le 
During each Hn upkeep, if that player has less life 
than target opponent, he or she may have Oath of 
Mages deal 1 damage to that opponent. 


Ogre Shaman SuOgre 3/3 S@@ 
2, Discard a card at random: Ogre Shaman deals 2 
damage to target creature or player. EX 
Su Goblin 4/4 1e@ 
Okk cannot attack unless a creature with greater power 
also attacks. Okk cannot block unless a creature with 
greater power also blocks. U 


Onslaught Ench @ 
Whenever you successfully cast a creature spell, tap 

target creature. EX 
Opportunist Su Soldier 2/2 22@ 
oe Apportmest deals 1 damage to target creature that 
was damaged this turn. TE 


Orcish Artillery SuOrcs 1/3 Lee 
: Orcish Artillery deals 2 damage to target creature or 
player and 3 damage to you. °/f all targeted portions of 
an effect fizzle, the nontargeted portions don’t do any- 
thing either. So if the part of the effect that deals 2 dam- 
age fizzles, you don't take the 3 damage. 5E 
Orcish Captain Su Ore 1/1 @ 
1: Flip a coin. If you win the flip, target Orc gets 
+2/+0 until end of turn. Otherwise, that Orc gets 

-0/-2 until end of turn. 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T 


Orcish Conscripts Su Orcs 2/2 e 
Orcish Conscripts cannot attack unless at least two 
other creatures do. Orcish Conscripts cannot be 
assigned to block any creature unless at least two other 
creatures do. 5E 


Orcish Farmer Sudr 22 Lee 
&: Target land is a swamp until its controller's next 
untap phase. 5E 
Orcish Oriflamme Ench 3 
Attacking creatures you control get +1/+0. 5E 


Orcish Squatters  SuOrcs 2/3 +e 
0: Gain control of target land defending player con- 
trols as long as you control Orcish Squatters. Orcish 
Squatters deals no combat damage this turn. Use this 
ability only if Orcish Squatters is attacking and 
unblocked and only once each turn. 


Orgg Sudrgg 6/6 3@@ 
Trample. Orgg cannot attack if defending player controls 
an untapped creature with power 3 or greater. Orgg 
cannot be assigned to block any creature with power 3 
or greater. °/f you attempt to declare Orgg as an 
attacker, it only ignores tapped creatures the defending 
player controls, Untapped creatures that couldn't be 
assigned to block Orgg (shadow creatures, for instance) 
still prevent it from attacking. 5E 
Outmaneuver Inst xe 
X target blocked creatures deal ae damage to defending 
player instead of to blocking creatures this tum, US 


Pallimud Su Beast */3 2@ 
Pallimud has power equal to the number of tapped 
lands target opponent controls. TE 


Pandemonium Ench 3@ 
Whenever any creature comes into play, that creature $ 
controller may choose to have it deal damage equal to its 
power to target creature or player. EX 
Panic Inst 

Play Panic only during combat before blockers are 
declared. Target creature cannot block this turn, Draw a 
card at the beginning of the next turn, 5E 
Paroxysm EC 1@ 
a the upkeep of enchanted creature § controller, 
reveal the top card of that player's library to all players, 
If that card is a land card, destroy enchanted creature. 
Otherwise, enchanted creature gets +3/+3 until end of 
turn. (Return the card to the top of the player's library, 
face down.) EX 


Price of Progress Inst 1@ 
Price of Progress deals 2 damage to each player for 
each nonbasic land he or she controls, EX 


Primordial Ooze © Su Ooze 1/1 @ 
Primordial Ooze attacks each turn if able. During your 
upkeep, put a +1/+1 counter on Primordial Ooze. Then 
pay , where & is equal to the number of these 
Counters on Primordial Ooze, or tap Primordial Ooze and 
it deals X damage to you. SE 
Pyroblast Interrupt 

trie target spell if it is blue, or Petry target perma- 
nent if it is blue. (if this spell ae a permanent, play it 
as an instant.) See Hydroblast for related rulings. BE 


Pyrotechnics Sore 4@ 
Pyrotechnics deals 4 damage divided any way you 
choose among any number of target creatures and/or 
players. * You must distribute all 4 damage, but you 
can't assign O damage to a target. So this spell has an 
effective maximum of four targets, even though this 


isn’t explicit in the text. 5E 
Raging Goblin — SuGoblin 1/1. 2 
Raging Goblin is unaffected by summoning sickness, EX 
Rain of Salt Sore 4ee 
Destroy two target lands. US 


Rathi Dragon Su Dragon 5/5 Dee 
Flying. When Rathi Dragon comes into play, sacrifice 
two mountains or sacrifice Rathi Dragon. T 
Ravenous Baboons Su Apes 2/2 3@ 
When Ravenous Baboons comes into play, destroy tar- 
get nonbasic land, EX 


Raze Sore @ 
At the time you play Raze, sacrifice a land. Destroy tar- 
get land, US 
Reckless Ogre Su Ogre 3/2 3@ 
If Reckless Ogre attacks and no other creatures do, it 
gets +3/+0 until end of turn. EX 
Reflexes EC @ 
Enchanted creature gains first strike. US 
Renegade Warlord Su Soldier 3/3 42 
First strike. If Renegade Warlord attacks, each other 
attacking creature gets +1/+0 until end of tum. TE 
Retromancer  SuViashino 3/3 2e@ 
Whenever Retromancer is the target of a spell or ability, 
Retromancer deals 3 damage to that spell or ability's 
controller. US 
Rolling Thunder Sorc x@e 
Rolling Thunder deals X damage divided any way you 
choose among any number of target creatures and/or 
players, T 
Ruination Sore 3@ 
Destroy all nonbasic lands. SH 
Rumbling Crescendo Ench 3ee 
During your upkeep, you may put a verse counter on 
Rumbling Crescendo. @; Sacrifice Rumbling Crescendo: 


Sor - Sorcery 


Title Type P/T Cost 


Destroy up to X target lands, where X is the number of 
verse counters on Rumbling Crescendo. US 


Sabertooth Wyvern Su Drake 3/2 4@ 
Flying, first strike. EX 


Sabretooth Tiger 
First strike, 


Sandstone Warriorsu Soldier 1/3 200 
yi strike. @: Sandstone Warrior gets +1/+0 until ai 
of turn. 


Scald Ench 
Whenever a player taps an island for mana, Scald teal 
1 damage to that player. US 


Scalding Salamandersu Salamander2/1 2@ 
0: Scalding Salamander deals 1 damage to each crea- 
ture without flying defending player controls. Play this 
ability only if Scalding Salamander is attacking and only 
once each turn. a 
Scorched Earth Sore 

fs and discard X land cards: Destroy X ae 

ands, 

Scoria Wurm Su Wurm = 7/7 42@ 
During your upkeep, flip a coin. If you lose the flip, 
return Scoria Wurm to owner's hand. US 


Su Tiger 2/1 2e@ 
5E 


Scrap Inst 22 
Destroy target artifact. Cycling 2. US 
Searing Touch Inst 

Buyback 4. Searing Touch deals 1 damage to target 
creature or player. TE 


Seathing Anger Sore 
Buyback 3. Target creature gets +3/+0 until end of 
turn. SH 
Seismic Assault Ench eee 
Choose and discard a land card: Seismic Assault ey 
damage to target creature or player. 

Shadowstorm Sorc 

piel deals 2 damage to each creature with 
shadow. 


Shard Phoenix Su Phoenix 2/2 4@ 
Flying. <2: Put Shard Phoenix into your hand. Use 
this ability only if Shard Phoenix is in your graveyard and 
only during your upkeep. Sacrifice Shard Phoenix: Shard 
Phoenix deals 2 damage to each creature without flying.SH 


Shatter Inst 1e@ 
Destroy target artifact. 5E,TE 
shattering Pulse Inst 12 
Buyback 3. Destroy target artifact. EX 
Shatterstorm Sore 2e2e 


estroy all artifacts. Creatures destroyed in this way 
cannot be regenerated this turn. 

Shiv’s Embrace EC 2ee 
Enchanted creature gets +2/+2 and gains flying. @: 
Enchanted creature gets +1/+0 until end of turn. US 


Shivan Dragon SuDragon 5/5 Oe 
Flying. @: Shivan Dragon gets +1/+0 until end of tum. 5E 
Shivan Hellkite Su Dragon 5/5 5SO@@ 
Flying. 1: Shivan Hellkite deals 1 damage to target 

creature or player. US 
Shivan Raptor —SuLizard 3/1 22@ 
First strike, echo. Shivan Raptor is unaffected by sum- 

moning sickness, » US 
Shock Inst 

Shock deals 2 damage to target creature or player. SH 


Shocker Su Insect 1/1 1@ 
If Shocker damages any player, that player discards his 
or her hand, then draws a new hand of as many cards 
as he or she had before, A 


Shower of Sparks Inst 
Shower of Sparks deals 1 damage to target creature 
and 1 damage to target player. US 
Smoke Ench ee 
Players cannot untap more than one creature during their 
untap phases. «See Winter Orb for related rulings. * When 
you choose a creature, you're choosing from among 
those creatures that would have untapped otherwise. For 
example, you can't decline to untap Coffin Queen, and 
then choose the Queen as the one creature for Smoke. If 
none of your creatures would have untapped otherwise, 
then none of them untap. 5E 
Sneak Attack Ench 3@ 
@: Choose a creature card from your hand and put that 
creature into play. The creature is unaffected by summon- 
ing sickness, At end of turn, sacrifice the creature. US 
Sonic Burst Inst le 
Discard a card at random: Sonic Burst deals 4 damage 
to target creature or player. EX 
Spellshock Ench 2@ 
enever any player successfully casts a spell, 
Spellshock deals 2 damage to him or her. 
Spitting Hydra. SuHydra 0/0 Be 
Spitting Hydra comes into play with four +1/+1 coun- 
ters on it. 1 @, Remove a +1/+1 counter from 
Spitting Hydra: Spitting Hydra deals 1 damage to target 
creature, SH 
Starke of Rath  Sulegend 2/2 12@@ 
g: Destroy target artifact or creature. That perma- 
nent’s controller gains control of Starke of Rath. © TE 
Steam Blast Sore 
Steam Blast deals 2 damage to each creature and 
player. 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost 


Stone Giant Su Giant 3/4 2@@ 
: Target creature you control with toughness less 
than Stone Giant's power gains flying until end of turn. 
At end of turn, destroy that creature. Stone Giant can 
target itself with its ability if you can adjust its power 
and toughness properly. 5E 


Stone Rain Sore 22@ 
Destroy target land. 5E,TE 
Stone Spirit Su Spirit 4/3 42 


Stone spit cannot be blocked by creatures with flying. 5E 


Stun Inst 1e@ 
Target creature cannot block this turn. Draw a card. 
See “Cantrip” in the Rules Summary section. TE 
Sudden Impact Inst 3@ 
Sudden Impact deals 1 damage to target player for 
each card in his or her hand. TE 


Sulfuric Vapors Ench 3@ 
Whenever a a spell deals damage, it instead deals 
that amount of damage plus 1. ¢Spells and abilities 
deal damage when they resolve, and any relevant 
effects trigger at that time. Therefore, Sulfuric Vapors 
increases damage being dealt before damage-preven- 
tion abilities are played. US 
Tahngarth’s Rage 

As long as enchanted creature is attacking, it gets 
+3/+0. Otherwise, it gets -2/-1. 

Thundering Giant SuGiant 4 300 
Thundering Giant is unaffected by summoning sickness. US 


Playtest Variant 


“Who would win in a fight—Karn or Greven i 
the Urza's Saga playtesting, the answer we 
“Greven.” Urza's Saga Continuity Editor Pe 
couldn't accept that. Instead of giving Karn p 
black or a higher toughness, a more elegal 
reached. Since Karn is a pacifist, his “-4/ 
was added. Now that Karn/Greven matehuy 


Tooth and Claw Ench 3@ 
Sacrifice two creatures: Put a Carnivore token into play. 
Treat this token as a 3/1 red creature. TE 
Torch Song Ench 2¢@ 
During your upkeep, you may put a verse counter on 
Torch Song. 2 @, Sacrifice Torch Song: Torch Song 
deals X damage to target creature or player, where X is 
the number of verse counters on Torch Song. US 
Viashino Outrider Su Viashino 4/3 22@ 
Echo. US 
Viashino Runner Su Viashino 3/2 3@ 
Viashino Runner cannot be blocked by only one creature. US 
Viashino Sandswimmersu Viashino3/2  2@@ 
@: Flip a coin. If you win the flip, return Viashino 
Sandswimmer to owner's hand. Otherwise, sacrifice 
Viashino Sandswimmer. 

Viashino Weaponsmithsu Viashino2/2 3@ 
Whenever a creature blocks it, Viashino Weaponsmith 
gets +2/+2 until end of turn. US 


Vug Lizard Sulizard 3/44 18@ 
Echo, mountainwalk. US 
Wall of Diffusion Su Wall 0/5 le 


Wall of Diffusion can block creatures with shadow, TE 


Wall of Fire SuWall 0/5 10@ 
@: Wall of Fire gets +1/+0 until end of turn. 5E 


Wall of Razors Su Wall 4/1 1 A 


First strike. 

Wall of Stone Su Wall 0/8 nee 
5 

Wild Wurm Su Wurm 5/4 3@ 


When Wild Wurm comes into play, flip a coin. If you 
lose the flip, return Wild Wurm to owner's hand. TE 


Wildfire Sore 42ee 
Each player sacrifices four lands, then Wildfire tae 4 
damage to each creature. US 
Winds of Change Sore 

Each player shuffles his or her hand into his or her 
library, then draws a new hand of as many cards as he 
or she had before. *Fach player draws the same number 
of cards as he or she shuffled into his or her own library. 
This is typically the number of cards that player held 
when resolution began, but not necessarily. E 
Word of Blasting Inst 1e@ 
Destroy target Wall. That wall cannot regenerate this turn. 
Word of Blasting deals to that Wall's controller an amount 
of damage onal to the Wall's total casing HS 5E 


| WHITE | 


Abbey Gargoyles Su Gargoyles 3/4 223% 
Flying, protection from red. 5E 
Absolute Grace Ench 1 
All creatures gain protection from black. US 


ST - Stronghold 
EX - Exodus 


US - Urza’s Saga 


Title Type P/T 
bsolute Lal Ench 1* 
All creatures gain protection from red. US 


Advance Scout Su Soldier 1/1 t* 
First strike. 3: Target creature gains first strike until 
end of turn. ; TE 
Aivon LegionmaireSu Legionnaire 8/4 6 3% 
Except for fraonaties and artifact creatures, creatures 
you control cannot attack. 5E 
Alabaster Potion Inst XH 
Target player gains X life, or prevent X damage to any 
creature or player. 5E 
Allay Inst D*¥ 
Buyback 3. Destroy target enchantment. a 
Angelic Blessing Sore 
Target creature gets +3/+3 and gains flying until id 
of turn. EX 
Angelic Chorus Ench 3H 
Whenever a creature comes into play under your control, 
gain life equal to that creature’s toughness. S 
Angelic Page Su Spirit 1/1 1% 
Flying. ©: Target attacking or blocking creature gets 
+1/+1 until end of turn. US 
Angelic Protector Su Angel 2/2 3% 
Flying. If Angelic Protector becomes the target of a 
spell or ability, it gets +0/+3 until end of turn. TE 


Golem blocks of 
til en 
ae Stocked, it gets -4/+4 unt 
see an artifact 
yeure artifact is a 
ae Target as : coe 
creat its casting cost aren 6 
ha ies. 
‘That seafarers ts abil 


Su Mob2+*/2+* 2 4% 
Trample. During your turn, Angry Mob has power and 
toughness each equal to 2 plus the number of swamps 
all opponents control. During other turns, Angry Mob has 
power and toughness each equal to 2. 5E 
ie Wall EC * 
Play only on a Wall. Enchanted creature can attack as 
though it were not a Wall. 5E 
Ansint Inst * 
Buyback 3. Prevent up to 3 irae to any ‘o 


Aura Ench 2% 
%, Sacrifice an enchantment: Destroy target enchant- 

ment. 3 @ €: Counter target enchantment spell. Play 
this ability as an interrupt. 5E 
Armageddon Sore 3% 
Destroy all lands. 5E 
Armor of Faith EC * 
Enchanted creature gets +1/+1. 4: Enchanted crea- 

ture gets +0/+1 until end of turn. 5E 
Armor Sliver Su Sliver 2/2 2% 
Each Sliver gains “ 2: This creature gets +0/+1 a ‘ 


end of turn?” 

Armored Pegasus Su Pegasus 1/2 1% 
Flying. TE 
Auratog Su Atog 1/2 1® 


Sacrifice an enchantment: Auratog gets +2/+2 until 
end of turn. TE 
Avenging Angel SuAngel 3/3 Gree 
Flying. If Avenging Angel is put into any graveyard from 
pay, you may put Avenging Angel on top of owner's 
library. 


(ysen Bureaueratssu Bureaucrats 1/1 1* 
: Tap target creature with power 2 or less. 5E 
Bandage Inst 

Prevent 1 damage to any creature or player. Draw a 
card, S 
Benalish Hero SuHero 1/1 *# 
Banding. ite 
Blessed Wine Inst ed 


Gain 1 life. Draw a card at the beginning of next turn. 5E 
Blinking Spirit Su Blinking Spirit 2/2 3% 
©: Return Blinking Spirit to owner's hand. 5E 
Brainwash EC * 
Enchanted creature cannot attack this turn unless its 
controller pays an additional 3. 5E 
Brilliant Hale EC 1% 
Enchanted creature gets +1/+2. When Brilliant Halo is 
put into a graveyard from play, return Brilliant Halo to 
owner's hand. US 
Calming Licid SuLicid 2/2 Be 
#, }: Calming Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 
cannot attack” instead of a creature. Move Calming 


Licid onto target creature. You may pay 3 to end this 
effect. *See Transmogrifying Licid for related eh 


Caribou Range EL 2 
Play only on a land.you control. 3%, Tap enchanted 
land: Put a Caribou token into play. Treat this token as a 
0/1 white creature. Sacrifice a Caribou token: Gain 1 
life. 5E 
Castle Ene 3% 
Each untapped creature you control gets +0/+2 unless 
it is attacking. 5E 
Cataclysm Sorc 2 
Each player chooses from the permanents he or she 
controls an artifact, a creature, an enchantment, and a 
land and sacrifices the rest. EX 
Catastra i. he Sore 4 
Destroy all lands or all creatures. Creatures destroyed 
this way cannot regenerate this turn. US 
Change of Heart Inst * 
Buyback 3. ie creature cannot attack this tum. SH 
Charging Paladin Su Knight 2/2 2% 
If Charging Paladin attacks, it gets +0/+3 until end of 
turn. EX 
Glear Inst Lie 
Destroy target enchantment. Cycling 2. US 
Glergy en-Vec Su Cleric 1/1 1% 
: Prevent 1 damage to any creature or player, TE 
Cloudchaser Eagle Su Bird 2/2 BK 
Flying. When Cloudchaser Eagle comes into play, 
destroy target enchantment. 
Congregate 3% 
Target hapa gains 2 life for dan ~— in play. US 
Contemplation Ench Lex 
Whenever you successfully cast a spell, gain 1 life. SH 
Convalescence Ench px 
ing your upkeep, if you have 10 or less life, gain Le 
Conviction EC le 
Enchanted creature gets +1/+3, 2%: Return 
Conviction to owner's hand. 
CoP: Aridacts Ench 1% 
2: Prevent all damage to you from an artifact 
source, (Treat further damage from that source nor- 
mally.) * Spells and abilities that prevent or redirect 
damage can be played only if appropriate damage is 
being dealt, therefore only during damage prevention. 
*/f new damage is assigned during a damage-preven- 
tion step, it’s folded into the existing damage-preven- 
tion step rather than starting a step of its own. So if a 
source assigns damage more than once during dam- 
age prevention (typically from a triggered ability such 
as Manabarbs’s), one use of a Circle will prevent all 
of it ; 5E 
CoP: Black Ench 1 
1: Prevent all damage to you from a black source. 
(Treat further damage from that source normally.) «See 
CoP: Artifacts for related rulings. 5E,TE 
CoP: Blue Ench 1% 
1: Prevent all damage to you from a blue source. 
(Treat further damage from that source normally.) See 
CoP. Artifacts for related rulings. 5E,TE 
CoP: Green Ench 1* 
1: Prevent all damage to you from a green source. 
(Treat further damage from that source normally.) «See 
CoP: Artifacts for related rulings. 5E,TE 
CoP: Hed Ench 1 
1: Prevent all damage to you from a red source, 
(Treat further damage from that source normally.) *See 


=a 


CoP: Artifacts for related rulings. 5E,TE 
CoP: Shadow Ench 1 


1: Prevent all damage to you from a creature with 
shadow. (Treat further damage from that source nor- 
mally.) *See CoP: Artifacts for related rulings. TE 
CoP: White Ench 1% 
1: Prevent all damage to you from a white source, 
(Treat further damage from that source normally.) *See 


CoP: Artifacts for related rulings. 5E,TE 
Crusade Ench eH 
All white creatures get +1/+1. 5E 


D'Avenant Archer Su Archer 1/2 2% 
>: D'Avenant Archer deals 1 damage to target attack- 
ing or blocking creature. 5E 


fleath Speakers Su Speakers 1/1 * 
Protection from black. 5E 
Death Wart Inst Ea 
Regenerate target creature. 5E 
Defensive Formation Ench * 


Instead of the attacking player, you choose how crea- 
tures attacking you deal combat damage. 

Disciple of Grace SuCleric 1/2 1% 
Protection from black. Cycling 2. US 


Disciple of Law SuCleric. «1/2 

Protection from red. Cycling 2. US 
Disenchant Inst 1* 
Destroy on “artifact or enchantment. 5E,TE,US 
Divine Offering Inst 1 


Destroy target artifact. Gain an amount of life equal to 
that artifact’s total casting cost. *Montargeted parts of 
an effect only care whether the targeted parts fizzle, 
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Title Type P/T 

not whether they actually accomplish anything. So you 

gain the life even if the target artifact is a creature and 
5E 


regenerates, for example. 


Divine Transformation EC 2% 
Enchanted creature gets +3/+3, 5E 
Dust to Dust Sore Lae 
Remove two target artifacts from the game. 5E 
Elite Archers Su Soldiers 3/3 5 


©: Elite Archers deals 3 damage to target attacking or 
blocking creature. US 


Elite Javelineer Su Soldier 2/2 2% 
If Elite Javelineer blocks, it deals 1 damage to target 
attacking creature. TE 


Exalted ragon Su Dragon 5/5 eae 
Flying. Each turn, Exalted Dragon cannot attack unless 
you sacrifice a land, EX 


Eye for an Eye Inst ee 
Play only when a creature, spell, or effect assigns dam- 
age to you. Eye for an Eye deals an equal amount of 
damage to that source’s controller. «Eye for an Eye is 
played at the beginning of damage prevention. The 
resulting damage is therefore included in the same 
damage-prevention step that includes the original dam- 
age that allowed this spell to be played. * This isn’t a 
targeted spell. Eye for an Eye deals damage based on 
the amount of damage the creature, spell, or effect 
assigned to you. Note that preventing the damage with 
automatic effects such as protection doesn’t reduce 
the damage dealt by Eye for an Eye. 5E 
Faith Healer Su Cleric 1/1 Le 
Sacrifice an enchantment: Gain life equal to the sacri- 
ficed enchantment's total casting cost. US 
Field of Souls Ench 290% 
Whenever a nontoken creature is put into your grave- 
yard from play, put an Essence token into play. Treat 
this token as a 1/1 white creature with flying. TE 
Flickering Ward EC * 
When you play Flickering Ward, choose a color. 
Enchanted creature gains protection from the chosen 
color. #*: Return Flickering Ward to owner's deli, 


Gallaniry Inst 1 
Target blocking creature gets wh until end of turn. 

Draw a card. TE 
Gerrard's Hatile Cry — Ench * 
2%: All creatures you control get +1/+1 until end of 
turn. TE 


Glorious Anthem Ench Tae 
All creatures you control get +1/+1. US 
Greater Realm of Preservation Ench Le 


1 3: Prevent all damage to you from a black or red 
source. (Treat further damage from that source normal- 
ly.) *See CoP: Artifacts for related rulings. 
Hanna’s Custody Ench 

Artifacts cannot be the target of spells or abilities. 
Heal Inst * 
Prevent 1 damage to any creature or player. Draw a 
oS at the beginning of the next turn. 5E 


Healing Salve Inst 
Choose one —Target player gains 3 life; or prevent up 
to 3 damage to a creature or player. «Healing Salve is 
a modal spell, with each mode being legal at different 
times. Outside of damage prevention, Healing Salve is 
legal to play only to have a player gain life. During 
damage prevention, it’s legal to play only to prevent 
damage. 5E,US 
Herald af Serra Su Angel 3/4 Qiaeae 
Flying, echo. Attacking does not cause Herald of Serra 
to tap. US 


2% 
TE 


Hero’s Resolve EC 1% 
Enchanted creature gets +1/+5. TE 
Hidden Retreat Ench 2% 


Choose a card in your hand and put it on top of your 

pol Prevent all damage from an instant or sorcery.SH 
High & Ground Ench 

Each creature you control may block one additional 

creature, 

Hipparion Su Hipparion 1/3 ae 

Hipparion cannot be assigned to block any creature with 

power 3 or greater unless you pay an additional \l’.  5E 

Holy Strength EC * 


Enchanted creature gets +1/+2. 5E 
Honor Guard Su Soldier 1/1 * 
%: Honor Guard gets +0/+1 until end of turn. = SH 


Humble Inst be 
Each creature loses all abilities and is a 0/1 creature 
until end of turn. *Humble only removes abilities, not 
descriptive text, such as “walls cannot attack.” 
Enchantments that just modify power and/or tough- 
ness or say “enchanted creature gains” don’t have 
any further effect. The effects of other enchant- 
ments, such as Pacifism and Wanderlust, are still 
applied. eSpells and abilities played after Humble will 
adjust the creature's 0/1 power and toughness and 
allow it to gain abilities. However, counters that alter 
power and toughness have no effect. 

Humility Ench 2K 
Each creature loses all abilities and is a 1/1 creature. 
See Humble for related rulings. elf a creature has a 


Cost : 
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Title 


Type  P/T 
“comes into play” ability, it occurs before the continu- 
ous effect of Humility removes that ability. eWhen cal- 
culating the power and toughness of creatures when 
both Humility and a card such as Nature’s Revolt or 
Crusade are in play, apply the effects in the order the 
cards were played. Built-in abilities of a creature and 
any counters on the creature are applied first. Then, 
apply all external effects in the order they entered 
play. This results in counters and abilities such as 
Skyshroud Elite’s having no effect whatsoever on the 
creature's final power and toughness. TE 


loatian Phalanx Su Soldiers 2/4 4% 
Banding. 5E 
lcatian Scout Su Soldier 1/1 4 


1), &: Target creature gains first strike until end of 
turn, bE 


icatian Town » Sore 5 
Put four Citizen tokens into play. Treat these tokens as 
1/1 white creatures. 5E 


Intrepid Hero Su Soldier 1/1 2a 
«>: Destroy target creature with power 4 or greater. US 


Invulnerability Inst 1% 
Buyback 3'. Prevent all damage to you from one 
source. (Treat further damage from that source nor- 
mally.) TE 
Island Sanctuary Ench 1% 
Skip drawing a card: Until the beginning of your next turn, 
only creatures with flying or islandwalk can attack you. 
Use this ability only during your draw phase and only 
once each turn. °/f you draw more than one card during 
the draw phase, you can delay using the Sanctuary as 
long as you want, to draw as many cards as possible 
before having to decide whether to play its ability. Once 
you've skipped a draw to pay for this ability, the effect 
will last for the stated duration, even if the Sanctuary is 
removed later. 5E 


ivory Guardians Su Guardians 3/3 42a 
Protection from red. As long as any opponent controls 
any red cards in play, all Guardians get +1/+1. 5E 


Justice Ench 2 
During your upkeep, pay 2% or sacrifice Justice. 
Whenever any red creature or spell assigns damage, 
Justice deals an equal amount of damage to that 
creature’s or spell’s controller. ° This ability triggers 
when damage is assigned, not when it's successfully 
dealt. Preventing some or all of the damage that's 
assigned doesn't affect the damage dealt by Justice. 
The damage dealt by Justice is handled during the 
saine damage prevention step as the damage that 
triggered it. 


Karma Ench 29 
During each player's upkeep, Karma deals to that player 
an amount of damage equal to the number of swamps 

he or she controls. 5E 


Keeper of the Light Su Wizard 1/2 9 4 
%*, &: Gain 3 life. Play this ability only if you have less 
life than target opponent. EX 
Kismet Ench 3 
Artifacts, creatures, and lands target player controls 
come into play tapped. *Kismet affects all artifacts, 
creatures, and lands that its target puts into play, 
regardless of how they are put into play. They will 
enter play tapped even if an effect another player 
controls puts them into play. For example, this will 
apply to a land played via Untamed Wilds, or a crea- 
ture put into play via Animate Dead. «These perma- 
nents simply enter play tapped; they don’t enter play 
untapped and then become tapped. Thus, abilities 
that trigger when something becomes tapped aren't 
triggered. When something phases in, all abilities 
that modify how it comes into play are ignored, 
along with those that trigger because it comes into 
play. Thus, Kismet doesn’t cause permanents to 
phase in tapped. ; 
Kieldoran Royal Guard Su Soldiers 2/5  Giaeae 
&: Redirect from you to Kjeldoran Royal Guard all 
combat damage dealt by unblocked creatures this turn. 
This ability redirects only combat damage dealt by 
unblocked attacking creatures. It won't, for example, 
redirect damage dealt by abilities that happen to be 
used during combat. *Kjeldoran Royal Guard redirects 
all such damage that’s being dealt to you or that's dealt 
to you later in the turn, Damage that was already dealt 
to you isn’t redirected. Remember that damage can be 
redirected to something only if it's in play when the 
redirection effect resolves. 5 


Kjeldoran Skycaptain Su Soldier 2/2 ave 
Banding, flying, first strike. 5E 
Knight of Gawn Su Knight 2/2 dae 


First strike, 3%: Knight of Dawn gains protection 
from the color of your choice until end of turn. TE 
Kor Chant Inst 20% 
Redirect to target creature all damage dealt to any one 
creature you control from any one source. EX 
Lancers enKor Su Soldiers 3/3 Sea 
Trample. 0: Redirect 1 damage from Lancers en-Kor to 
a creature you control. SH 


Light of Day Ench 3% 
Black sane cannot attack or block. TE 
Limited Resources — Ench * 


When Limited Resources comes into play, each player 


AC - Artifact Creature 
Art - Artifact 


Cost : 


re 


Title Type P/T 
chooses five lands he or she controls and sacrifices the 
rest. As long as there are ten or more lands in play, 
players cannot play lands. EX 
Marble Titan Su Giant 3/3 3% 
Creatures with power 3 or greater do not untap during 
their controllers’ untap phases, TE 
Master Decoy Su Soldier 
*, &: Tap target creature, 
Mesa Falcon Su Falcon 1/1 be 
Flying. 1 2: Mesa Falcon gets +0/+-1 until end of turn.5E 


12 Te 


TE 


Mesa Pegasus Su Pegasus 1/1 be 
Banding, flying. 5E 
Monk Idealist Su Cleric 2/2 2% 


When Monk Idealist comes into play, return target 
enchantment card from your graveyard to your ba 


Monk Realist Su Cleric 1/1 1% 
When Monk Realist comes into play, destroy target 
enchantment. US 


Mounted Archers Su Soldiers 2/3 Be 
Mounted Archers can block creatures with flying. %: 
Mounted Archers can block an additional creature this 
tum. (All blocking assignments must still be legal) TE 


Nomads en-Kor Su Soldiers 1/1 * 
0): Redirect 1 damage from Nomads en-Kor to a crea- 
ture you control, SH 


Oath of Lieges Ench Lie 
During each players upkeep, if that player controls 
fewer lands than target opponent, the player may 
search his or her library for a basic land card and put 
that land into play under his or her control. The player 
shuffles his or her library afterwards, EX 


Gal Acrofith Ench ae 
Whenever one of your opponents successfully casts a crea- 
ture spell, if Opal Acrolith is an enchantment, Opal Acrolith 
becomes a 2/4 creature that counts as a Guardian. 0: 
Opal Acrolith becomes an enchantment. 


Opal Archangel Ench 4% 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Archangel is an enchantment, Opal 
Archangel becomes a 5/5 creature with flying that 
counts as an Angel. Attacking does not cause Opal 
Archangel to tap. 


Opal Caryatid Ench * 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Caryatid is an enchantment, Opal 
awe becomes a 2/2 creature that counts as a 
soldier. 


Soa Gargoyle Ench Le 
en one of your opponents successfully casts a crea- 
ture spell, if Opal Gargoyle is an enchantment, Opal 
Gargoyle becomes a 2/2 creature with flying that 
counts as a Gargoyle. 


oe Titan Ench Qe 
n one of your opponents successfully casts a crea- 
ture spell, if Opal Titan is an enchantment, Opal Titan 
becomes a 4/4 creature with protection from each of 
that spell’s colors and that counts as a Giant. US 
Oracle em-Vee Su Wizard 1/1 i* 
: Target opponent chooses any number of creatures 
he or she controls. During that player’s next turn, those 
creatures attack if able, and no other creatures can 
attack. At the end of that turn, destroy each of those 
creatures that did not attack. Use this ability only during 
your turn. TE 
Order of the Sacred Torelisu Paladin 2/2 dha 
, Pay 1 life: Counter target black spell. Play this abili- 
ty as an interrupt. 5E 
Onder of the White Shilelesu Knights 2/1 eK 
Protection from black. #: Order of the White Shield 
gets first strike until end of turn, 3%: Order of the 
White Shield gets +1/+-0 until end of turn. 5E 
Orim, Samite HealerSu Legend 1/3 dae 
Orim, Samite Healer counts as a Cleric. G: Prevent up 
to 3 damage to any creature or player. TE 
Orim’s Prayer Ench Lee 
If any creatures attack you, gain 1 life for each attack- 
ing creature. TE 
Pacifism EC tie 
Enchanted creature cannot attack or block. TEUS 
Paladin en-Vec = Su Knight 2/2 dike 
First strike, protection from black, protection from red. EX 
Pariah EC 2% 
Redirect to enchanted creature all damage dealt to my 


Path of Peace Sore 3% 
Peel target creature. That creature's owner valle ; 
life. 


Peace of Mind Ench se 
+, Choose and discard a card: Gain 3 life. EX 
Pearled Unicorn Su Unicom 2/2 on 

5 
Pegasus Charger Su Pegasus 2/1 2% 
Flying, first strike. US 
i, asus Refuge Ench oe 


hoose and discard a card: Put a Pegasus token into 
ee Treat this token as a 1/1 white creature with flying. 
°See “Token” in the Rules Summary section, 


MS - Mana Source 
Su - Summon 


Cost : 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
Pegasus Stampede Sorc 1* 
Buyback-Sacrifice a land. Put a Pegasus token into play. 


Treat this token as a 1/1 white creature with flying, EX 


Penance Ench 2% 
Choose a card from your hand and put that card on top 
of your library: Prevent all damage from a black or red 
source. EX 


Personal Incarnation Su Avatar 6/6 Sak aes 
Personal Incarnation’s owner may redirect any amount 
of damage from it to himself or herself. If Personal 
Incarnation is put into any graveyard from play, its 
owner loses half his or her life, rounded up. * The 
destruction of a Personal Incarnation causes loss of life, 
which may not be prevented, redirected, and so on. A 
negative life total is considered to be 0 for all purposes 
except that of raising or lowering it, so if your life total 
is negative, it doesn’t change. * This loss of life is a trig- 
gered ability that follows the normal rules, For example, 
it will interact normally with Creature Bond, so you can 
choose whether or not to take the Creature Bond dam- 
age before losing life. If two Personal Incarnations 
owned and controlled by the same player die at the 
same time, the abilities are played one at a time, so the 


player won't necessarily drop to 0 life. 5E 
Pikemen Su Pikemen 1/1 be 
Banding, first strike. 5E 
Planar Birth Sore 


1 
Put all basic lands from all graveyards into play under 
their owners’ control, tapped. US 


Presence of the Master Ench oe 
Whenever a player plays an enchantment spell, counter 
it. -Enchantments are only countered if they are cast. 
Enchantments may still be put into play by other 
means, such as Show and Tell and Academy 
Researchers. 
Prismatic Ward EC er 
When you play Prismatic Ward, choose a color. All dam- 
age dealt to enchanted creature by sources of the cho- 
sen color is reduced to 0. ° You may only choose one of 
the five Magic colors: white, blue, black, red, or green. 
“Colorless” does not count as a color word. 5E 
Pursuit of Knowledge Ench 3% 
Skip drawing a card: Put a study counter on Pursuit of 
Knowledge. Remove three study counters from Pursuit 
of Knowledge, Sacrifice Pursuit of Knowledge: Draw 
seven cards. 


Qluickening Licid — Sulicid = 1/1 
1%, ©: Quickening Licid loses all abilities and 
becomes a creature enchantment that reads 
“Enchanted creature gains first strike” instead of any 
other type of permanent. Move Quickening Licid onto 
target creature. You may pay % to end this effect. 


1* 


°See Transmogrifying Licid for related rulings. TE 
Reaping the Rewarls Inst * 
Buyback-Sacrifice a land. Gain 2 life. EX 


Reconnaissance Ench * 
0: Remove target attacking creature you control from 
combat and untap it. EX 


Redeem Inst Le 
Prevent all damage to one or two creatures. (Treat fur- 
ther damage normally.) US 


Remembrance Ench 3% 
Whenever a nontoken creature you control is put into a 
graveyard, you may search your library for a copy of 

that creature card. If you do, reveal the card, put it into 
your hand, and shuffle your library afterward. US 


Repentance Sore 2 
Target creature deals to itself ena equal to its 
power. 


Repentant Blacksmithsu Smith 1/2 Te 
Protection from red. 5E 


Reverse Damage Inst Dae 
All damage dealt to you so far this turn from one 
source is retroactively added to your life total instead 
of subtracted. (Treat further damage from that source 
normally.) *Reverse Damage may be played either dur- 
ing the damage-prevention step when the damage is 
dealt or later in the turn. If you play it later in the 
turn, side effects of the damage, if any, aren't undone. 
*/f a single source dealt damage to you at different 
times over the turn, total the damage from that source 
so far this turn and reverse all of it. *Only unprevented 
damage is reversed, and reversing the damage pre- 
vents it. So playing more than one Reverse Damage 
isn’t useful unless more damage is dealt to you after 
the first effect resolves. *Remember that mana burn is 
loss of life, not damage, so you can’t regain it with 
Reverse Damage. «Reverse Damage doesn’t cause you 
to gain life equal to twice the amount of damage dealt 
to you by that source so far this turn. Rather, the 
damage is considered to never have been assessed 
against your life total in the first place. You then gain 
life equal to the damage that would have been dealt. 
For example, if Reverse Damage is played while 
Forsaken Wastes is in play, your life total will be reset 
to what it “should” be, though you won't gain life in 


addition to that. 5E 
Righteousness Inst * 
Target blocking creature gets +7/+7 until end of tum. 5E 
Rolling Stones Ench De 


Walls can attack as though they were not Walls. SH 


Sor - Sorcery 


Title 


RoP: Artifacts Ench ie 
%: Prevent all damage to you from an artifact source. 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings. US 


RoP: Black Ench 1* 
%: Prevent all damage to you from a black source. 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings. US 


RoP: Blue Ench be 
%: Prevent all damage to you from a blue source. 
(Treat further damage from that source normally.) 
Cycling 2. See CoP: Artifacts for related rulings. US 
RoP: Green Ench 1 
#¢: Prevent all damage to you from a green source. 
(Treat further damage from that source normally.) 
Cycling 2. ¢See CoP: Artifacts for related rulings. US 


RoP: Lands Ench 1% 
#%: Prevent all damage to you from a land source. 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings. US 


RoP: Red Ench 1* 
%: Prevent all damage to you from a red source. 
(Treat further damage from that source normally.) 
Cycling 2. See CoP: Artifacts for related rulings. US 
RoP: White Ench 1* 
2%: Prevent all damage to you from a white source. 
(Treat further damage from that source normally.) 
Cycling 2. ¢See CoP: Artifacts for related li US 


Sacred Boon Inst 

Prevent up to 3 damage to target creature. At end if 

turn, put a +0/+1 counter on that creature for each 1 
damage prevented in this way. 5 


Sacred Ground Ench 1* 
Whenever an effect controlled by any opponent puts a 
re into your graveyard from play, put that land into 
play. 

Sacred Guide SuCleric 1/1 * 
1%, Sacrifice Sacred Guide: Reveal cards from the 
top of your library until you reveal a white card. Put 
that card into your hand. Remove all other revealed 
cards from the game. TE 


Safeguard Ench Se 
2%: Target creature deals no combat damage this 
turn. TE 


Samite Blessing EC 
Enchanted creature gains. “<: Prevent all damage to 
any creature from any one source.’ S| 


Samite Healer Su Cleric 1/1 1* 
&: Prevent 1 damage to any creature or player.  5E 


Sanctum Custodian Su Cleric 1/2 2% 
>: Prevent up to 2 damage to a creature or player. US 


Sanctum Guardian Su Soldier 1/4  dakeae 
Sacrifice Sanctum Guardian: Prevent all damage to a 
creature or player from one source. (Treat further dam- 
age from that source normally.) 

sen iy egaat Inst 

Sacrifice a creature: Return any number of target crea- 
tures you control to owner’s hand. SH 


Seasoned* Marshal Su Soldier 2/2 Qaex 
Whenever Seasoned Marshal attacks, you may tap tar- 
get creature. US 


Seraph Su Angel 4/4 6* 
Flying. Whenever any creature Seraph damaged this 
turn is put into any graveyard, put that creature into 
play under your control at end of turn. Sacrifice the 
creature if you lose control of Seraph. ¢/f a creature 
damaged hy Seraph leaves its owner's graveyard 
before the Seraph’s effect resolves, the effect will do 
nothing to it, even if the creature has returned to the 
graveyard, * Whether the creature is a creature card is 
unimportant. For example, if an Assembly Worker 
damaged by your Seraph is destroyed, the Seraph 
effect will put the Mishra’s Factory card into play 
under your control. * The ability triggers when an 
appropriate creature is put into any graveyard, not 
when the Seraph damages a creature. Therefore, the 
player who controls the Seraph as the creature dies is 
the one who plays the ability at end of turn and who 
gets control of the creature at that time. This isn’t 
necessarily the player who controlled the Seraph when 
it damaged that creature. How the Seraph damaged 
the creature is unimportant. * Triggered portions of an 
effect don’t care what happens prior to the effect’s 
resolution. If you don’t control Seraph when the crea- 
ture is put into play, this won't cause the creature to 
be destroyed. 5E 
Serene Offering Inst d 
Destroy target enchantment. Gain life equal to that 
enchantment's total casting cost. 


Serra Avatar Su Avatar 4K 
Serra Avatar has power and toughness each equal to 
your life total. When Serra Avatar is put into a grave- 
yard, shuffle Serra Avatar into owner's library. US 
Serra Bestiary EC ** 
During your upkeep, pay #2 or sacrifice Serra Bestiary. 
Enchanted creature cannot attack, block, or play any abili- 
ty that includes «$ in its activation cost. 5E 


Type P/T 


*/* 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Inir - Interrupt 


Cost : 


Title Type P/T Cost 

Serva Paladin © Su Paladin (2/2 

©: Prevent 1 damage to any creature or player. 

1 * %, ©: Attacking this turn does not cause target 
5E 


Creature to tap. 


2** 


Serra Zealot Su Soldier 1/1 * 
First strike. US 
Serra’s Embrace EC 2% 


Enchanted creature gets +2/+2 and gains flying. 
Attacking does not cause enchanted creature to tap. US 
Serra’s Hymn Ench * 
During your upkeep, you may put a verse counter on 
Serra’s Hymn. Sacrifice Serra’s Hymn: Prevent up to X 
damage total to any number of creatures and/or play- 
ers, where X is the number of verse counters on Serra’s 
Hymn, US 


Serra’s Liturgy Ench 2 
During your upkeep, you may put a verse counter on 
Serra’s Liturgy. #, Sacrifice Serra’s Liturgy: Destroy up 
to X target artifacts and/or enchantments, where X is 
the number of verse counters on Serra’s Liturgy. US 


Shackles EC 2% 
Enchanted creature does not untap during its 
controller § untap phase. #: Return Shackles to 
owner § hand. 

Shaman ev-Ker — SuCleric = 1/2 1* 


0: Redirect 1 damage from Shaman enor to a crea- 
ture you control. 1 3: Redirect to Shaman enKor all 
damage dealt to any one creature from any one ae 


Shield Bearer Su Soldier 0/3 1* 
Banding. 5E 
Shield Mate Su Soldier 1/1 * 


Sacrifice Shield Mate: Target creature gets +0/+4 until 
end of turn. EX 


Shield Wall Inst 1* 
All creatures you control get +0/+2 until end of tum, 5E 


Shimmering Barrier SuWall 1/3 1* 
First strike, cycling 2. US 
Silent Attendant  SuCleric 0/2 2% 
®: Gain 1 life. US 
Skyshroud Falcon Su Bird = 1/1 1* 


Flying. Attacking does not cause Skyshroud Falcon to 
tap. SH 
Smite Inst * 
Destroy target blocked creature. SH 
Soltari Champion Su Soldier - 2/2 2% 
Shadow. If Soltari Champion attacks, all other creatures 
you control get +1/+1 until end of turn. H 
Soltari Crusader Su Knight 2/1 2% 
Shadow. 1): Soltari Crusader gets +1/+0 until end 

of turn. TE 
Soltari Emissary Su Soldier 2/1 1* 
#: Soltari Emissary gains shadow until end of tum. TE 


Soltari Foot Soldier Su Soldier 1/1 * 
Shadow. TE 
Soltari Lancer Su Knight 2/2 2% 
Shadow. First strike when attacking. TE 
Soltari Monk Su Cleric 2/1 ** 
Protection from black, shadow. TE 
Soltari Priest Su Cleric 2/1 ** 
Protection from red, shadow, TE 
Soltari Trooper Su Soldier. 1/1 1 


Shadow. If Soltari Trooper attacks, it gets +1/+1 until 
end of turn. TE 


Soltari Visionary SuCleric 2/2 dae 
Shadow. If Soltari Visionary damages any player, destroy 
target enchantment that player controls. EX 


Songstitcher Su Cleric 1/1 * 
1%: Target attacking creature with flying deals no 
combat damage this turn. US 
Soul Sculptor Su Townsfolk 1/1 2% 
1%, ©: Target creature becomes an enchantment 
and loses all abilities until a player successfully casts a 
creature spell. U 


Soul Warden Su Cleric 1/1 x 
Whenever any other creature comes into play, gain 1 
life. EX 


Spirit en-Kor Su Spirit 2/2 3% 
Flying. 0:: Redirect 1 damage from Spirit en-Kor to a 
creature you control. SH 
Spirit Link EC * 
For each 1 damage enchanted creature deals, gain 1 
life. Gaining life is a function of Spirit Link, not an 
ability granted to the creature. If you have multiple 
Spirit Links on the same creature, each of them will 
give you life when that creature deals damage. You're 
the one who gains the life, even if you don’t control 
the creature. However, you can gain life only if Spirit 
Link is in play at the end of the appropriate damage 
prevention step. Protection from a color prevents all 
damage of the appropriate color, which will prevent 
life from being gained. 5 
Spirit Mirror Ench 2% 
During your upkeep, if there are no Reflection tokens in 
play, put a Reflection token into play. Treat this token as 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


Title Type P/T 


a 2/2 white creature. 0°: Destroy target Reflection. TE 


Standing Troeps Su Soldiers 1/4 2% 
Attacking does not cause Standing Troops to tap. EX 
Staunch Defenders Su Soldiers 3/4 Sae% 


When Staunch Defenders comes into play, gain 4 life. TE 


Talon Sliver Su Sliver 1/1 1* 
All Slivers gain first strike. TE 
Temper Inst x1* 


Prevent up to X damage to target creature. For each 1 
damage prevented in this way, put a +1/+1 counter on 
that creature. SH 
Treasure Hunter Su Townsfolk 2/2 2% 
When Treasure Hunter comes into play, you may return 
target artifact card from your graveyard to your hand. EX 
Truce Inst 2 
Each player may draw up to two cards. For each card 
less than two any player draws, that player gains 2 life. 
5E 


Tundra Wolves = SuWolves 1/1 x 
First strike. 5E 
Venerable Monk  SuCleric 2/2 2% 
When Venerable Monk comes into play, gain 2 life. SH 


Voice of Grace Su Angel 2/2 3 
Flying, protection from black. US 


Voice of Law Su Angel 2/2 3% 
Flying, protection from red. US 
Wall of Essence © Su Wall 0/4 1* 


For each 1 combat damage dealt to Wall of Essence, 
gain 1 life. 

Wall of Nets SuWall O/7 1% 
At end of combat, remove from the game all creatures 
blocked by Wall of Nets. If Wall of Nets leaves play, 
return to play under their owners’ control all creatures 
removed from the game with Wall of Nets. 

Wall of Swords Su Wall 3/5 3% 
Flying. 5E 
Warmth Ench 1 
Whenever target opponent successfully casts a red 
spell, gain 2 life. TE 
Warrior Angel Su Angel 3/4 49% 
Flying. For each 1 damage Warrior Angel deals, cal 
life. 


Warrior en-Kor Su Knight 2/2 ** 
0: Redirect 1 damage from Warrior en-Kor to a crea- 
ture you control. SH 
Waylay Inst 2% 
Put te Knight tokens into play. Treat these tokens as 
2/2 white creatures. Remove them from the game at 

end of turn. US 


Welkin Hawk Su Bird = 1/1 1* 
Flying. If Welkin Hawk is put into any graveyard from 
play, you may search your library for a Welkin Hawk 
card, reveal that card to all players, and put it into your 
hand. Shuffle your library afterwards. EX 


White Knight Su Knight 2/2 Eo 
First strike, protection from black. 5E 
Winds of Rath Sore 3k 


Destroy all creatures with no enchantments on them. 
Those creatures cannot be Scag this turn. 


Worshi Enc 3 
Damage that would reduce your ie to less than 1 
instead reduces it to 1 if you control a creature. 
Worship doesn’t prevent damage-it just changes 
what happens at the time damage would normally be 
subtracted from your life total. Abilities that trigger on 
damage (Abyssal Specter’s, Somnophore's, and so on) 
are unaffected, because they will have already trig- 
gered when the damage was first dealt, before being 
applied to the player's life total. US 
Worthy Cause Inst * 
Buyback 2: Sacrifice a creature: Gain life equal to the 
sacrificed creature's toughness. TE 
Wrath of God Sore 2% 
Destroy all creatures. Those creatures cannot be regen- 
erated this turn. * This spell isn’t targeted and doesn't 
deal damage, so protection from white won't save a 
creature. 5E 
Youthful Knight © Su Knight 2/1 1* 
First strike. SH 
Zealots en-Dal Su Soldiers 2/4 3% 
During your upkeep, if all nonland permanents you con- 
trol are white, gain 1 life. EX 


TE 


Cost 


CLASSIC (TYPE 1) 
ee 
Amulet of Quoz 
Bronze Tablet 
Channel 

Chaos Orb 
Contract from Below 
Darkpact 

Demonic Attorney 
Divine Intervention 
Falling Star 
Jeweled Bird 

Mind Twist 

Rebirth 

Shahrazad 

Tempest Efreet 
Timmerian Fiends 
CLASSIC (TYPE 1) 
REST REED 
Ancestral Recall 
Balance 

Berserk 

Black Lotus 

Black Vise 
Braingeyser 
Demonic Tutor 
Fastbond 

Fork 

Ivory Tower 

Library of Alexandria 
Maze of Ith 

Mirror Universe 
Mox Emerald 

Mox Jet 

Mox Pearl 

Mox Ruby 

Mox Sapphire 
Recall 

Regrowth 

Sal Ring 

Strip Mine 

Stroke of Genius 
Time Walk 
Timetwister 
Tolarian Academy 
Underworld Dreams 
Wheel of Fortune 
Windfall 


RETO 


EANWED 


Amulet of Quoz 
Ancestral Recall 
Balance 
Berserk 
Black Lotus 
Black Vise 
Braingeyser 
Bronze Tablet 


Candelabra of Tawnos 


Channel 

Chaos Orb 

Contract from Below 
Copy Artifact 
Darkpact 

Demonic Attorney 
Demonic Tutor 
Divine Intervention 
Falling Star 
Fastbond 

Fork 

Ivory Tower 

Jeweled Bird 
Library of Alexandria 
Maze of Ith 


Th 
fed 


Mind Twist 

Mirror Universe 
Mishra’s Workshop 
Mox Emerald 
Mox Jet 

Mox Pearl 

Mox Ruby 

Mox Sapphire 
Rebirth 

Recall 

Regrowth 
Shahrazad 

Sol Ring 

Strip Mine 

Stroke of Genius 
Tempest Efreet 
Time Walk 
Timetwister 
Timmerian Fiends 
Tolarian Academy 
Underworld Dreams 
Wheel of Fortune 
Windfall 

Zuran Orb 


EXTENDED BANNED* 
Any cards from 
the following 
limited-edition 
expansions and 
basic sets are 
banned unless 
they are 
reprinted ina 
legal set, limited 
or otherwise: 
Arabian Nights: 
Antiquities 

Legends 

Limited 

Unlimited 

The following 
individual cards 
are also banned 
in Extended for- 
mat: 
Balance 
Black Vise 
Channel 
Demonic Tutor 
Fastbond 
Hypnotic Specter 
Ivory Tower 

Kird Ape 

Land Tax 

Mana Crypt 
Maze of Ith 

Mind Twist 
Regrowth 
Serendib Efreet 
Sol Ring 

Strip Mine 
Tolarian Academy 
Wheel of Fortune 
Windfall 

Zuran Orb 


STANDARD (TYPE I 
BANNED * io 


Tolarian Academy 
Windfall 


RATH CYCLE 
CONSTRUCTED 


© 


~ BANNED 


Cursed Seroll 


*Any ante card contained in any 
newly released card set 


“settle a ‘one ae : a ‘time. One jounianene . a ine But vith oe : 


days to play— —24 straight hours each—you'll get 1 iN enough 
hands to please an army of you. ze 
You can even catch the best of the best paired up at World 
Championships for games like The BattleTech and Legend of the 
Five Rings” TCGS, And whil € you give your digits a much-needed 
break, get cards signed by your favorite artists and catch ‘the: a releases 
oe your favorite a COMpaNies. 


mM gust 5-8, / 199% 
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HOW TO USE THIS GUIDE 


The prices presented here are the result of a nationwide 
survey of retailers, All prices, high, median, and low, are 
real. The median is similar to an average price (also 
called the mean in high-falutin’ mathematical terms). The 
difference is that the median is an actual value that is 
located in the middle of an ordered list of all values, 
while the mean is the total of all values, divided by the 
number of values. The variations between high, median 
and low reflect the differences in regional supply and 
demand. The index shows the change in the median from 
last month's DPI, 


The high and low are best used to determine the price 
range for a given card. When purchasing cards, it's very 
likely that the price will fall somewhere between the 
listed high and low, and is likely to be closer to the 
median than to high or low. 


When trading cards, its best to compare their median 
prices. The high and low often fluctuate depending on 
where you are in the country. For the most stable com- 
parison, the median is the way to go. 


CARD CONDITION 


Mint—Fresh out of the pack, cards are almost always in 
mint condition, Cards that are not straight out of a booster 
may stil! be in mint condition but typically are not, unless 
they've been protected somehow since opening, 


Near Mint-Upon first inspection, mint and near mint 

- pondition cards Should seem identical, Near mint condi- 
tion cards are different only by the virtue of one or two 
barely detectable marks, All DP! prices are for mint/near 
mint condition cards, The distinction is so minor that one 
or two indiscernible marks do not devalue the card. 


Very Fine-Bearing one or two small but noticeable 
marks, which can include small scratches, whitened cor- 


ners, and minor scuff marks. Very fine condition cards : 


are worth about 70-90 percent of a mint/near mint ver- 
Sion of the same card. 


Fine—Cards that have many minor defects—whitened 
corners, scratches, and scuff marks—but no major 
marks, Such as creases, folds, or extensive scuff marks. 
Fine condition cards are worth about 60-80 percent of a 
mint/near mint version of the same card, 


Good—Similar to a card in fine condition, but with more 
pronounced defects, or one or two major marks. Good 
condition cards are worth about 30-70 percent of a 
Mmint/near mint version of the same card. 


Poor-Heavily played, creased, or folded cards are con- 
sidered to be in poor condition. Generally, poor condition 
cards that are not in limited supply have litte or no value. 
Poor condition cards that are difficult to find in mint/near 
mint condition are worth about 10-50 percent of a 
mint/near mint version of the same card. 


‘00PS.”—ANONYMOUS WIZARDS OF THE COAST EMPLOYEE 


Perhaps the most commonly known misprint is the Serendib Efreet from 
Revised Edition. This blue card was printed with a green border and the 
artwork from Ifh-Biff Efreet, a green creature from Arabian Nights. 
Incorrect artwork is much more common in foreign-language expan- 
sions. Some of the more notable examples—and more collectable— 
include the Spanish Serra Angel with the art and border of Time 
Elemental, German Drudge Skeletons with the art and border of a basic 
swamp, and the German forest with the art and border of a basic plains. 


Casting and activation costs are another common error. Winged Sliver in 
Korean Tempest was mistakenly overcosted at 2 @. In the same set, 
Silent Attendant was undercosted at #. Owners of the infamous 


Japanese Cursed Scroll—with an activation cost of 2—long for the days 


of the play-it-as-is rule. 


Summer Magic—also known as Edgar—was part of the Revised print 
run. It was recalled shortly after being shipped, but some managed to 
make its way into the market, never to be incinerated with the majority of 
the recalled cards. Of all the Summer cards in circulation, Hurricane is 
perhaps the most sought-after. Summer Magic Hurricane—normal 
except for its blue card border—has been known to sell for as much as 
$2,000. Few players will actually ever see a Summer Magic card, but 
Hurricane can be seen on page 206 of the Magic Encyclopedia Volume 1. 


*“00PS.”—ANONYMOUS CARTA MUNDI EMPLOYEE 


The second type of misprint is the printing error. With millions of single 
cards being printed, it is no wonder some of them come out looking odd. 
The most common type of printing error is the miscut card. While some 
are just a little off, there are miscuts that have two halves of two different 
cards. Sometimes cards make it off the presses without all four colors. 
This leaves people with black-and-white or bizarrely colored cards. 
Some cards get a card back printed on both sides. There was even a small 
run of Fallen Empires cards with Wyvern card backs. 


Several factors contribute to the tradability of misprinted cards. Most 
important, perhaps, is the desire many players have to use cards that are 
somehow out of the ordinary. Although you must still pay 3 to activate 
a Japanese Cursed Scroll, people still spend as much as $50 to acquire 
one. That same psychology keeps promotional card prices up and will 
most likely keep the new foil cards introduced in Urza’s Legacy popular. 


For those interested in collecting misprints, the Magic Anthologies gift set is 
an excellent place to start. Its two decks include several misprints, such as a 
2/2 Mirri, Cat Warrior, a Mogg Raider with a casting cost of @ @, and a few 
others. Even if misprints are not your thing, hang on to the ones you have. 
You never know when there’ll be someone willing to trade for them. 
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CENTRAL 


* 


Blackhills Magic 

914 Main St. 

Rapid City, $0 57701 
Contact: Jack Korsen 

Phone: (605) 343-5531 
skorsen@rapidnet.com 
Cosmic Comics - Helena 
109 E. 6th Ave, 

Helena, MT 59601 

Contact: Peggy Bahls 
cosmic @centric.net 
Dragon’s Den 

3801 W. 34th St, Suite 115 
Sioux Falls, SD 57106 
Contact: Larry Kohlman 
Phone: (605) 361-4343 
dragons_den@ideasign.com 
Imagination Unlimited 
1000 N. Sth St 

Grand Junction, CO 81501 
Contact: Verna Feuerborn 
Phone: (970) 243-2963 


« Level 12 


114 W. 2nd St. 

Casper, WY 82601 
Contact: Mark Bull 

Phone: (307) 266-5303 
splort@coffey,com 

The Splash Page - Missoula 
1900 Brook St. 

Missoula, MT 59801 
Contact: Scott Phelps 
Phone: (406) 543-9944 
scott@thesplashpage.com 


Nho-ATLANTIC 


3 
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All Star Comics & Cards 
1151 Quentin Rd. 
Lebanon, PA 17042 
Contact: Kevin Furhman 
Phone: (717) 228-1855 
Comic Shop Plus 
236 §. 21st St. 

Newark, OH 43055 
Contact: Gary Mocus 
Phone: (740) 344-5471 
saless @infinet.com 
Comicquest 

1328 Chestnut St. 
Emmaus, PA 18049 
Contact: Tom Barnes 
Phone: (610) 966-0199 
ti@enternet 

Game Trader 

428 Portage Trail 
Cuyahoga Falls, OH 44221 
Contact: Lee McLain 
Phone: (330) 922-4263 
gtrader@raex.com 
Guardian Comics 
114 Smallwood Village 
Waldorf, MD 20602 
Contact; Paul Ragsdale 
Phone: (301) 638-0898 
pragsdal@olg.com 
Richmond Comix 
8517 Midlothian Turnpike 
Richmond, VA 23235 
Contact: Frank Miller 
Phone: (804) 330-3460 
tichmix@cyberwks.net 


« Spellbinders 


257 S. Water St. 
Kent, OH 44240 


Contact: Paul Burdick 

Phone: (330) 673-2230 
Zuranguy @ aol.com 

Total Access Games 
7217 Stonewall Parkway 
Mechanicsville, VA 23111 
Contact: John Bowles 

Phone: (804) 559-1124 
total-access @mindspring.com 


WhowestT 


% Big League Baseball Cards Supply 


* 


527 N. Sheridan St. 
Crown Point, IN 46307 
Contact: Tim Malott 
Phone: (219) 663-7537 
save @ big-league.com 


« C&C Collectables 


4521 W. Beltline Highway 
Madison, WI 53711 
Contact: Darryl Wyatt 
Phone: (608) 288-1800 
¢_and_c¢@itis.com 
Chimera Hobby Shop-ll 
425 W. College Ave. 
Appleton, WI 54911 
Contact: Bob Moses 
Phone: (920) 735-1201 
chimera @iosys.net 
Downtown Comics 
111 N. Pennsylvania St. 
Indianapolis, IN 46204 
Contact: Kevin Dolen 
Phone: (317) 237-0398 
dtc@indy.net 


« Dragon Fire Comics 


1800 NAW. 86th St. 
Clive, 1A 50325 
Contact: Doug & Jetf 
Phone: (515) 270-5371 
Galaxy Cards & Comics 
2707 Aurora Ave. 
Naperville, IL 60540 
Contact: Dan Pfiefer 
Phone: (630) 778-1144 
galaxycomi @aol.com 
Heroes Comics 
4562 Chloe 

Pikeville, KY 41501 
Contact: Ben Crisman 
Phone: (606) 432-4376 
In Your Face Comics 
2350 E. Stop 11 Rd. 
Indianapolis, IN 46227 
Contact: Alex Heminger 
Phone: (317) 888-9961 
angelal @iquest.net 


« Kahok Cards 


104 S. Morrison 
Collinsville, IL 62234 
Contact: Michael Castelli 
Phone: (618) 345-6453 
dizdugout@aol.com 
Outer Limits/White Cap Comics 
1120 Burton S.W. 
Wyoming, MI 49509 
Contact: Dan Collins 
Phone: (616) 452-1348 
rex2man@aol.com 


: § & § Collectibles 


3506 S, 22nd St. 

St. Joseph, MO 64503 

Contact: Sam Bradford 

Phone: (816) 233-4413 
sandscomputing@sandscomputing.com 


Sibley Lumber Centers 
25212 Harper Ave, 

St. Clair Shores, MI 48081 
Contact: Howard Dawson 
Phone: (810) 772-2020 
phd 1 @juno.com 

The Tenth Planet 

200 W. Lincoln Hwy. 
Schereville, IN 46375 
Contact: Matt Johnson 
Phone: (219) 322-2802 
merlin@netniteo.net 


NorRTHEAST 


* 


* 


Dragon's Lair 

1144 New Brittain Ave, 

West Hartford, CT 06110 

Contact: Vince Seese 

Phone: (860) 231-1915 
drgnlair@aol.com 

Flights of Fantasy 

217 Central Avenue 

Albany, NY 12206 

Contact: Maria Perry 

Phone: (518) 433-8803 
fof@albany.net 

Heavenly Collectibles 

83 72nd St. 

Brooklyn, NY 11228 

Contact: Reynaldo Torres 

Phone: (718) 921-0450 

Jam's Comic Connection 
435 King St. 

Littleton, MA 01460 

Contact: Joan Sekelsky 

Phone: (978) 486-1099 
jamscomics@aol.com 

Lenox Sportscards & Gaming 
55 Pittsfield Rd. 

Lenox, MA 01240 

Contact: Bill Mitkotf 

Phone: (413) 637-3243 

Neutral Ground - New York 
122 W. 26th St, 4th Floor 

New York, NY 10001 

Contact: Brian David-Marshall 
Phone: (212) 633-1288 
info@nground.com 

New Hampshire Magic Outpost 
761 Candia Rd. 
Chester, NH 03036 
Contact: Raymond Anderson 
Phone: (603) 483-2276 
maroken@aol.com 
Rah Coco’s 

1063 Chalkstone Ave. 
Providence, Rl 02908 
Contact; Regan Hurst 
Phone: (401) 861-3221 
Saratoga Sci-Fi 
Wilton Mall 

Saratoga Springs, NY 12866 
Contact: Doug Chang 
Phone: (518) 584-2699 
doug @scifizone.com 
The Brass Dragon 
272 Main St, 

Torrington, CT 06790 
Contact: Brian Muhlbaier 
Phone: (860) 489-5262 
brassragon@snet.net 
The Game Zone 
903 Central Ave, #8 
Dover, NH 03820 


Contact: Mark Hutchinson 

Phone: (603) 749-2242 
%* The Grid 
687 Main St. 
Manchester, GT 06040 
Contact: Karl Dignam 
Phone: (860) 645-9006 
the_grid@yahoo.com 
Wayne’s Cards & Comics 
711 Putnam Pike 
Greenville, Rl 02828 
Contact: Wayne Martin 
Phone: (401) 949-0022 
wmartin7?11@aol.com 


* 


NorRTHWEST 
% Emerald City Comics 
770 E. 13th 
Eugene, OR 97401 
Contact: Stuart Bracken 
Phone: (541) 345-2568 
%* Gambit Games 
1037 Northwest Brooks St, 
Bend, OR 9701 
Contact: Brad Irwin 
Phone: (541) 330-8196 
% Games Plus 
17612 140th Ave, N.E, 
Woodinville, WA 98072 
Contact: Donald Forbis 
Phone: (425) 485-7295 
gamespls @isomedia.com 
% Somerville Entertainment 
8008 W. Scardale 
Boise, 10 83704 
Contact: Ken Somerville 
Phone: (208) 368-5277 
somerent@micron.net 


SOUTHEAST 

% Blackthorn 
1430 Highway 70E 
Dickson, TN 37055 
Contact: Mark Amoroso 
Phone: (615) 446-6057 
blkthrnt @acl.com 

3 Bunjee’s Books and Comics 
1414 Highway 16 W. 
Griffin, GA 30223 
Contact: Bill Phillips 
Phone: (770) 412-6723 
smivins@aol.com 

4 Games & Things 
1575-C Fort Campbell Blvd. 
Clarksville, TN 37042 
Contact: Kenneth Hawkins 
Phone: (931) 553-0381 

% Games Galore - Raleigh 

6570 Glenwood Ave. 

Raleigh, NC 27612 

Contact: Chris Killmeyer 

Phone: (919) 781-4263 

gamesgalore@ compuserve.com 

Outer Limit Comics 

100 N. Houston Lake Blvd, 

Centerville, GA 31028 

Contact: David Davenport 

Phone: (912) 953-7867 

ded127@aol.com 

% Underground Games 


* 


83-16 Pineville-Mathews Road Suite 903 


Charlotte, NG 28226 

Contact: Jason Vogt 

Phone: (704) 643-7400 
collectablecards @perigee.net 


SOuTH 


3K 


BCS Books & Comics 

701 Inwood Or. 

Bryan, TX 77802 

Phone: (409) 846-7412 
Bibliotech Books and Comics 
123 E. Main 
Shawnee, OK 74801 
Contact: Randolph Grizzle 
Phone: (405) 275-9494 
ragrizzle@ aol.com 
Evolution Comix 
912 Adams 
Alamagordo, NM 88310 

Contact: John Thomas 

Phone: (505) 434-9350 
evocom@wazoo.com 

Grand Slam Sports & Comics 
3436 Williams Rd. 

Fort Worth, TX 76116 

Contact: Jim Morgan 

Phone: (817) 244-7311 
magic_grandslam @hotmail.com 


« Ivory & Steel 


1585 Cimarron Plaza 
Stillwater, OK 74075 
Contact: Jason Lewis 
Phone: (405) 372-3905 
ivoryst|@ionet.net 
Pegasus Loft 
3808A Kemp Blvd. 
Wichita Falls, TX 76308 
Contact: Shelton Fugate 
Phone: (940) 692-7571 
pegloft@wf.quik.com 


West 


* 


¥ 


* 


*= 


All Star Baseball 

912 §. Robertson Blvd. 

Los Angeles, CA 90035 
Contact: Richard Lo Scalzo 
Phone: (310) 652-2904 
allstarcards @earthlin.net 
Arizona Collector's Paradise 
1649 N. 74th St. 

Scottsdale, AZ 85257 

Contact: George Velez 

Phone: (602) 970-6744 
azpar@aol.com 

BCS Books & Comics 
701 Inwood Or 

Bryan, TX 77802 

Contact: Guy Jones 

Phone: (409) 846-7412 
jroark@txcyber.com 

Court Jesters 

1117 E Main St, #102 
Alhambra, GA 91801 

Contact: Frank Burr 

Phone: (626) 284-2607 
frank@courtjesters.com 
North Coast Role Playing 
609 E St. 

Eureka, CA 95501 

Contact: Barry Osser 

Phone: (707) 444-2288 
oss1nerp@mail.northcoast.com 
Thunder & Lightning Cards 
1716 Colorado Blvd. 

Los Angeles, CA 90041 
Contact: Art Soghomonian 
Phone: (323) 341-6600 
tlgaming@aol.com 


THE MORE, 
THE MERRIER 


The DPI is open to any retailer 
who'd like to be a member. 

If you're a store owner who'd 
like to participate, 

call (425) 254-2212 or email 
<superskrull @wizards.com>. 
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Nettling Imp... i x H summon 2 
Nevinyrral’s Disk .. i i : Ithden Troll Tt 2 
Nightmare .. I : I j : Verduran Enchantress 3 
Northern Paladin. i h i ; Vesuvan Doppelganger.... 3 
Obsianus Golem.. x : f = Veteran Bodyguard . 00 3 
Orcish Artillery i i H : Volcanic Eruption K i 00 3 
4 

2 

2 

2 

2 

2 

2 

3 

2 

2 

3 

2 

3 

4 

4 

2 

2 

3 

4 

2 
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Orcish Oriflamme A i A } Volcanic Island... 
Paralyze..... 4 A ; Wall of Air 
Pearled Unicorn... A { : Wall of Bone.. 
Personal Incarnation J h : Wall of Brambles 
Pestilence A I : H Wall of Fire... 
Phantasmal Forces.. ; 4 : Wa 
i Wal 
Wa 
> Wal 
Wan 
= War 
: Water EI 
Power Surge.. f i 4 : Wel 
Prodigal Sorcerer 00 200 1 : Wh 
Psionic Blast.. i . i Whi 
Psychic Venom x ! } Whi 
= Helm of Chatzuk f i } Purelace... : 
} Hive, The. K A $ Raging River 
Conseorate Land | £ Holy Arma ; , } Red Elemental Blas! { , : : 
Conservator. : } Holy Strength H i . = Red Ward. f ‘ d 4 len Sphere... 
Contract from Belo 1 5 lowl from Beyond... . { h : Regeneration i { , : of Command. 
Control Magic A i : ing Mit I i I : Regrowth.. i I A : Wrath of God 
Conversion. 2 : i A i i Resurrection , i { : ie Master 
i dl : Reverse Damage : 

Copy Artifact. f I i i i A i Righteousness... 
Counterspell. I A i 5 i A £ Roc of Kher Ridges 
Crusade... i : cy Manipulator . h I 4 Rock Hydre A i 
Crystal Rod.. 00 2. i = ilusionary Mask i i 00 = Rod of Rui H l X } Complete Set 
Cursed Land ! | k Instill Energy. : i £ Royal Assassi i t f 50 : Booster Display.. 
Cyclopean Tomb i A f Invisibility f / } Sacrifice . . A 4 = Booster Pack 
Dark Ritual... i x { si ron Star.. A A 3 Samite H { : Starter Display... 
Darkpact i x 5 ronclaw Orcs a { , ; Savannah. I : Starter Deck. 
Deathgrip. A fl ‘ ; x 00 0: = Savannah Lions. 1 J } Typical COMMON ssnsnnsns 
Deathlace R i i H : island Sanctuary i 50 I i Scathe Zombies A : 
Demonic Attorney... I A . : lvory Cup. ft A { i Scavenging Ghot H a q 4 Air Elemental 
: Jade Monoith A A £ Scrubland R 50. i = Ancestral Recall 
t Jade Statue... i { f fl i X A = Animate Artifact 
i £ Animate Dead... K 1 5 
} Animate Wall i 00 20 

Ankh of Mishra. ( i 2.0 
5.0 
2.0 
40 
10.0 
2.0 
0.8 
10.0 
00 15.0 
Birds of Paradis i I 4.00 
Black Knight i 1.0 
Black Lotus.. .00 275.00 175.00 
. Black Vise A 1 
Steal A Black Ward... 00 025 
Stone Giant.. vA Hl Blaze of Glory. 50 15,00 
Fire Elemental. Stone Rai i , Blessing... i A 2.00 
irebal... i / { Janowar Elves. . A Stream of Life... . 00 21) Blue Ward ! 0.25 
lashfires. f A ord of Atlantis. i i A Sunglasses of Urza 00 2 Bog Wraith... i { 0.35 
Fog .... x A , i i i 4 f { I Braingeyser. I 3.00 


Disintegrate.. 
Disrupting Scepter. . : 
Dragon Whel i M 00 : ‘eldon Warlord . 
Drain Life 00 200 1 2 Kormus Bell. 
Drain Power.. : 
Dwarven Demo Team... I A 
Earth Elemental ‘ 00 372) Ley Druid.. 
Earthbin 
Earthquak 
Elvish Archers 
Evil Presence 
False Orders. 
Farmstea 
astbond.. 
Feedback 
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Burrowing 
Camouflag: 
Castle... 
Celestial Prism... 


Channel.... 
Chaos Orb 
Chaoslace 


Copper Tablet 
Copy Artifact. 
Counterspell... 
Crusade..... 
Crystal Ro 
Cursed Land .. 
Cyclopean Tomb, 
Dark Ritual 
Darkpact... 
Deathgrip.. 
Deathlace . 
Demonic Attorne 
Demonic Hordes.. 
Demonic Tutor 
Dingus Egg... 
Disenchant....... 
Disrupting Scepter.. 

ragon Whelp 

rain Power... 
Dwarven Demo Team 
Earth Elemental . 
Earthbind.. 
Eartl 
Elvis! 


False 
armstead 


astboni 
eedback.. 


Flashfires... 
Force of Nature.. 
Forcefield...... 


Fungusaur 
Gaea’s Liege. 
Gauntlet of Might 
Glasses of Urza.... 


Goblin Balloon Brigade... 
Goblin King 
Granite Gargoyle 
Green Ward.... 
Guardian Angel... 
lelm of Chatzuk 
ive, The... 
owl from Beyond... 
lowling Mine. 
lurloon Minotau 
urricane... 
lypnotic Specter 
ce Storm 
cy Manipulator... 
lusionary Mask.. 
nstill Energy. 
nvisibility . 
ron Star 
Island Sanctuary 
Ivory Cup.. 
Jade Monoith 
Jade Statue... 
Jayemdae Tome. 
Juggernaut 
Jump... 
Karma sss 
Keldon Warlord... 
Kormus Bell....... 
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: Regeneration 


: Resurrection . 
} Reverse Damage 
} Righteousness... 
} Roc of Kher Ridges 


: Savannah... 
= Savannah Lions.. 


Lance... 
ey Druid. 
ibrary of Leng. 


i Living Lands... 
Living Wall 
+ Llanowar Elves. 
= Lord of Atlanti 
ord of the Pi 
ure 
: Magical Hack 
: Mahamoti Djinn. 


; Mox Emerald 
FE Mox Jet 
E Mox Pearl.. 
; Mox Ruby. 
: Mox Sapphire 
¢ Natural Selection 
= Nether Shadow... 
} Nettling Imp... 
} Nevinyrral's Disk 
2 Nightmare 
E Nort! 
E Obsianus Golem. 
 Orcish Artile 
: Orcish Oriflamm 
i Pearled Unicorn.. 
£ Personal Incarnation 
i Pestilence... 
} Phantasmal Forces. 
} Phantasmal Terrain. 


; Power Surge. 
i Prodigal Sorcere 
} Psionic Blast. 
} Psychic Venom 
} Purelace... 
2 Raging River 
= Red Elemental Blas 
Red Ward. 


3 Regrowth. 


} Scathe Zombies. 
} Scavenging Ghoul 
: Sorubland 
} Sea Serpent.. 
Sedge Troll 
E Sengir Vampire 
: Serra Angel... 
: Shatter... 
: Shivan Dragon 
: Simulacrum 
¢ Sinkhdle.... 


High Med Low TR +/ 


1.00 


OFF SBSOANNNNANHYHB BB wD HB wWoBOD HB eH HB BBB DH HBB BBN NEHANNAUNTDHTOTDNDN HAND NDHNONMONANHNABANYDNH BB NHBAwWA AAD 


: Sol Ring : Starter Deck. 35 25 
? Soul Net... 200 1.00 25 E Typical COMMON ....nemee 025 010 005 0 
Spell Blast 00 025 020 ; 
E Stasis 900 5.00 1.00 2 2 Air Elemental $1.50 $1.00 $05 
Steal Artifact 200 1.00 050 = Aladdin’s Lamp... 4.00 200 1.00 
= Stone Giant... 200 1.00 0.25 : 400 2.25 10 0.25 
Stream of Lif 00 025 0.20 : 100 059 0.25 0.08 
£ Sunglasses of UrZ uuu 600 400 150 2 2 Animate Dead 150 100 05 
2 Swords to Plawshares 300 250 100 2 2 Animate Wal 400 200 1.00 1 025 
i Taig 70.00 15.00 1000 4 Ankh of Mishra. 400 300 1.5 
Terr 00 25 (0.20 : Armageddon .. R 9.00 600 450 4 
} Thicket Basilisk. 200 1.00 1.0 ? Armageddon Clock.. 300 229 1.00 on 
: Thoughtlace.. 5.0 00 «050 2 3 4 3.00 2.00 
= Throne of Bone.. 200 1.00 025 1 035 0.23 005 0 003 

4.00 1,00 2 : 800 6.00 400 4 

55.00 25.0 } Badlands.. 1500 12.00 10.00 4 

165.00 100.00 5 1500 : Balance... 600 479 300 2 027 

: 120.00 80.00 5 : Basalt Monolith 2 1.0 25 
} Tropical Island 15.00 10.00 4 : 1500 1200 800 4 
Tsunami. 1.00 080 1 : Birds of Paradise g00 600 500 4 
} Tundra. 15.00 10.00 4 2 Black Knight. 2 1.0 Ky 
: Tunnel. 1.00 035 1 2 Black Vise 3 1.0 50 1 
2 Twiddle.... wf 100 050 020 1 013 : Black Ward 00 050 025 1 
} TwoHeaded GiantofForiysR 48.00 40.00 20.00 3 2 Blessing... §00 300 1,00 
= Underground Sea 20.00 1500 1000 4 } Blue Elemental Blast. 039 025 005 0 
? Uthden Troll 3.00 1 50 1 2 Blue Ward wsunun 00 050 025 
? Verduran Enchantress...R 6,00 4.00 200 2 } Bog Wraith... 150 088 025 1 0413 
: Vesuvan Doppelganger...R 25.00 20,00 1200 3 : Bottle of Suleiman... 400 200 1.00 
; Veteran Bodyguard. 1020 «7 §.00 2 : 9 700 350 3 
i Volcanic Eruption... 6.00 400 200 2 1.00 059 0.25 0.08 
: Volcanic Island .. 15. 10.00 4 { 088 0.25 013 
} Wall of Air 1.00 050 1 : 200 075 0.25 013 
? Wall of Bone. 1,00 035 1 ? Celestial Prism... ! 0.75 0.25 013 
: 100 030 1 } Channel 50 1.00 025 1 

100 035 1 } Chaoslace. 300 100 050 1 

1.00 050 1 : 400 249 1,00 

1 1 6.00 500 200 2 

1 1 3.88 


COMICQUEST 


Tom Barnes 

tj@enter.net 

1328 Chestnut Street 
Emmaus, PA 1 

(610) 966-0198 


The most popular Unglued card has got to be Big Furry Monster. Younger kids just love any 
monster with a big stat, and it does not get much bigger. 


There was a story about a Black Lotus selling somewhere in the Middle East for $2,000. Well, 
anyone willing to buy one for that much should give us a call, 


: Wall of Water 


1 
? Wanderlus 1 
> Warp Artifact 2 
: Water Elemental 1 ‘onversion, 
: Web. 2 : Copy Artifact. 
H Wheel of Fortun 3 105 : ‘ounterspell... | 
: White Knight. 2 : Crumble.... 00 063 025 1 013 
2 White Wart 1 : 800 6.00 400 2 
? WilL-O'The-Wisp 2 00 075 025 
: Winter Orb... 3 00 063 025 0.13 
= Wooden Sphere. 1 00 «250 1.00 0.15 
} Word of Command. 2 : 035 0.23 005 0 003 
= Wrath of God 4 = Darkpact... 4.00 3.00 1.00 ' 
} Zombie Master ..nsnnne 2 Deathgrip.. 1.00 050 0.25 005 | 
: } Deathlace . 00 1.63 050 1 013 
lemonic Attorne| 429. 3.00 1.00 
lemonic Hordes.. 14.00 800 600 2 
: 600 400 300 2 
= Complete Set $325 $275 $200 4 50 1.00 0.25 
2 Booster Display.. 450 300 250 5 400 300 1.00 
} Booster Pack. 1375 973 695 4 : 0 
: Starter Display .....essssene 360 250 200 5 1000 : 0. 
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Dragon Whelp 
Drain Life... 
Drain Power... 
Drudge Skeletons. 
Dwarven Weaponsmith... 
Earth Elemental 
Earthbind... 
Earthquake. 
Ebony 

El-Hajjaj 
Elvish Archers. 
Energy 
Erg Rait 
Evil Presence... 


OFse .. 


Eye for an Eye... 
armstead 
Fasthond.. 
Fea 
eedback 
Fire Elemental... 


Fungusaur... 
Gaea’s Liege 
Giant Growth... 
Glasses of Urza 


Helm of Chatzuk.... 
Howl from Beyond 
Howling Mine... 
jurkyl’s Recall 
urricane..... 
Hypnotic Specter’. 
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Jade Monolith . 
Jandor’s Ring. 
Jandor's Saddlebags 
Jayemdae Tom 
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2.50 
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0.05 
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2.00 
0.05 
0.25 
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0.05 
0.25 
1.00 
4.00 
8.00 
0.05 
2.00 
2.50 
0.05 
0.25 
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0.25 
3.00 
3.00 
0.25 
0.05 
1.00 
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4.00 
0.50 
0.25 
1.00 
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1.00 
1.00 
0.25 
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1.00 
1.00 
1.00 
1.50 
1.00 
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+ Lord of Atlantis 
} Lord of the Pit... 


= Mahamoti Djinn. 
: Mana Flar 
: Mana Short.. 


= Millstone. 
Mind Twist. 
Mishra’s War Machine... 
Nether Shadow... 
Nettling Imp. 
Nevinyrral's Dis! 
Nightmare... 
Northern Paladi 
Obsianus Golem 
Onulet..... 
Orcish Artillery . 
Orcish Oriflamme... 
Ornithopter... 
Paralyze.. 
Personal Incarnation . 
Pestilence... 
: Phantasmal Forces 
: Phantom Monster. 
Pirate Ship 
¢ Plague Rats. 
} Plateau... 
} Power Sink... 
£ Power Surg 
3 Primal Clay...... 
: Prodigal Sorcerer... 
: Purelace 
Raise Dead. 
i Reconstruction... 
2 Red Elemental Blast.. 
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0.35 
1.00 
1.00 
3.00 
0.35 
15.00 
0.50 
4.00 
3.00 
0.29 
3.00 
0.35 
0.50 
0.39 


0.35 
215 
3.00 
0.7 
0.63 
075 
0.67 
1.50 


4.00 
2.01 
6.00 
4.25 
3.00 
3.21 
3.0 
3.75 
4.01 
5.0 
3.0 
2.01 
3.21 
1.0 
6.00 
7.00 
5.0 
0.75 
1.50 
075 
0.67 
0.55 
0.20 
3.00 
0.20 
0.50 
075 
2.50 
0.20 
12.00 
0.15 
3.00 
2.00 
0.25 
2.00 
0.20 
0.19 
0.25 


0.10 
1.00 
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0.25 
0.25 
0.25 
0.50 
0.25 
0.25 
1,00 
1.00 
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2.00 
1.00 
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2.00 
1.00 
1.50 
1.50 
2.00 
3.00 
2.00 
1.00 
1.00 
0.50 
4.00 
5.00 
3.00 
0.25 
0.50 
0.25 
0.25 
0.25 
0.05 
2.00 
0.05 
0.25 
0.25 
1.00 
0.05 
8.00 
0.05 
1.00 
0.95 
0.05 
0.50 
0.05 
0.05 
0.05 
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: Rocket Launcher. 


H Scathe Zombies .. 


i Warp Artifact.... 
005 : 
003 


= Zombie Master 


: Starter Deck... 


i 3.00 
} Reverse Damage.. 6.00 
} Reverse Polarit 1.00 
E Righteousness nnn — 4.29 
} Roc of Kher Ridges.......R 700 
2 Rock Hydra 12.00 

5.00 


} Scavenging Ghoul 1,00 
? Sorubland 15.00 
8.00 

5,00 

9.00 

Serra Angel.... 6.00 
Shatterstorm.. 2.00 


Steal Artifact 


Stone Giant....... 1.00 
Sunglasses of Urza. 4.00 
Swords to Plowshares..... 2.29 


The Rack.. 
Thicket Basilisk. 1.00 
Thoughtlace.... 3.00 
Throne of Bone... 1.00 
4.00 
2 Titania’s Song 3.00 
= Tropical Island R 15.00 
2 Tsunami... U 1.00 
R 15.00 
U 1.00 
R 15,00 
C 035 
U 1.50 
R 4.00 
R 22.00 
R 9.25 
R 4.00 
Volcanic Island... R 15.00 
Wall of Ai U 1.00 
Wall of Bone. U 1.00 
Wall of Bramble: 1.00 


Wall of Fire... 


Wall of Swords. 1.00 
Wall of Wate 1.00 
= Wanderlust.. 
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3 Wheel of Fortune... 12.00 
} White Knight 2.00 
} White Ward. U 1.00 
F WILOTHEWIsp nn 100 
: Winter Orb.. R700 
} Wooden Sphere U 1.00 
? Wrath of God... R 10.00 
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H Complete Set... $250 
H Booster Display. 135 
2 Booster Pac 4.95 
> Starter Display 135 
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i Bad Moon. 
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} Ball Lightning 
} Birds of Paradise 
2 Black Knight 
Black Mana Battery 
Black Vise 


0.26 
0.08 


0.25 


013 
4 Blue Mana Battery .. 
013 } 
013 
} Bottle of Suleiman.. 
2 Brass Man 
: Bronze Tablet. 
001 : 


0.20 
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i Channel.... 
Ot : 
025 : 
} Clockwork Beas! 
013 : 
2 Colossus of Sardia. 
4 Conservator. 


003 
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0.13 


0,05 
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i Typical Common 


: Abomination 
Air Elemental. 
Aladdin's Lamp 
: Aladdin's Ring. 
: li Baba 
013 
2 Animate Artifact.. 
i Animate Dead 
¢ Animate Wall. 
£ Ankh of Mish 
} Armageddon. 
} Armageddon Clock... 
} Ashes to Ashes... 
0.08 : 


2 Carrion Ants.. 


4 Divine Transformation 

013 

i Dragon Whelp .. 

: Drain Power: 

: Earth Elemental 

? Earthquake 

0.63? Ebony Horse 
: El-Hajaj. 

2 Elder Land Wurm 
. Elven Riders. 

| = Elvish Archers. 
A Energy Flux. 

Evil Presence... 

i Eye for an Eye. 
? Feedback... 

} Fellwar Stone.. 

? Fire Elemental 


: Item 


Blight... 


Blue Ward 
Bog Wraith... 


Burrowing 


astle.. 
ave People... 
Celestial Prism... 


haoslace 
Clockwork Avian. 
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Cockatrice..... 


ontrol Magi 
Conversion..... 
OP: Artifacts 
oral Helm... 
‘osmic Horror. 
Counterspell 
Crimson Manticore 
rumble... 

Crusade. 

Crystal 
ursed Land 
Cursed Rack 
Dancing Scimitar. 
jeathgrip. 
Deathlace 
Desert Twister. 


Dragon Engine.. 
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Who's in? | a 


Think you've got the inside scoop on the Classic™ (Sixth Edition) card set? 
| Okay, Nostradamus. Below is a list of forty cards. Twenty made the cut. Twenty didn’t. | 


Guess the real contenders from the wannabes and you'll be praised around nacho 
platters forever. You may even win the twenty cards that made the cut, framed and 
autographed by the Classic development team. You could also win a ton of cards. 


Prizes like these don’t come every day. This is your shot. Your ticket to the big leagues. 
No pressure. 

Contest Deadline: All entries must be postmarked by April 10, 1999, to be eligible. 
Make sure you have 20 cards marked “in” and 20 marked “out.” 


Name: 


Address: 
City: State/Province: ZIP/Postal code: 
Phone: Email address: 


i oe 


Birth date (mm/dd/yy): 


- 


In? 
m= Out? 


— Archangel — — Desertion — Nevinyrral’s Disk 

_ Armageddon —  — Diminishing Returns __._ Nightmare | 
— Bad Moon aggre — Phyrexian Dreadnought 
_ Balduvian Horde _—_ — Fervor _ Relentless Assault | 
— Ball Lightning _. _ Force of Nature ___ Sacred Mesa | 
__ Birds of Paradise ___ — Forsaken Wastes _— Southern Paladin | 
_ Braingeyser — — Grinning Totem _ Thawing Glaciers | 
_.. Catacomb Dragon __ — Hammer of Bogardan _ Thundermare | 
— Celestial Dawn __ __ Ivory Gargoyle _— Undiscovered Paradise 


_ Chronatog ____ Jester’s Cap __. Vampiric Tutor 

_ City of Brass — _— Llurgoyf _ Wand of Denial | 
_ City of Solitude —. _ Lotus Vale __ Wrath of God | 
_— Crimson Helikite — — Mare | 
_ Deflection __ __ Necropotence | 


[he Out? 


Fold this in half and tape it together 


You gotta 
put a stamp 
here! 


“Who Made the Cut” Contest 


Wizards of the Coast 
P.O. Box 707 
Renton, WA 98057-0707 


Contest Rules a 


No purchase required. Mail entries to “Who Made the Cut” Contest, 
Wizards of the Coast, Inc., P.O. Box 707, Renton, WA 98057-0707, U.S.A. No 
mechanical reproductions of completed forms will be accepted, but you may 
photocopy the entry form before filling it out. All entries must be postmarked 
by April 10, 1999. Winners will be selected at random from among all correct 
and eligible entries by Wizards of the Coast (“Wizards”), at the offices in 
Renton, Washington, on or about April 28, 1999, and notified by mail within 
approximately thirty days of drawing. Entries will not be acknowledged, will 
become exclusive property of Wizards, and will not be returned. 

Odds of winning depend on total number of eligible entries received from 
all magazine contest entries. Grand Prize (1): 20 cards from this list that made 
the cut, framed and autographed by the design team. First Prize (5): A display 
box of Classic boosters and a Classic tournament pack. Second Prize (10): A 
Classic tournament pack and 10 Classic boosters. Prizes are not exchangeable, 
transferable, or redeemable for cash. No substitutions of prizes will be allowed 
should featured prize(s) become unavailable, except at option of Wizards. All 
entries and all rights relating thereto become property of Wizards of the Coast, 
and none will be returned. Applicable taxes and fees are the responsibility of 
winners. Noncompliance of time parameters or return of any prize or prize 
notification as undeliverable will result in disqualification. 


Contest open only to residents of the United States (except Rhode Island) and 
Canada (except Quebec). Contest not open to Wizards employees or their family 
members or affiliates. Contest is subject to national, federal, state, local, and 
provincial regulations and is void where prohibited or otherwise restricted by law. 
Winner's entry and acceptance of prize constitutes acknowledgment of the following: 
permission for Wizards to use, without payment, winner’s name, photograph, or 
other likeness for purposes of advertising and/or promotions; that Wizards has not 
made, nor is Wizards in any manner liable for, any warranty, representation, or 
guarantee express or implied, in fact or in law, relative to any prize; a warranty that 
material contained in entry is original, public domain, Wizards-owned, or used 
with the unlimited consent of the owner and that it does not infringe on the rights 
of any other person or entity; an agreement to fully indemnify Wizards for all 
claims arising out of a breach of this warranty; and a full, unlimited, exclusive 
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$4.50 
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Eladamri's Vineyard 
$7.00 

Ertai, Wizard Adept 
$6.00 : 
Fault Line 

$4.00 

Forbid 

$2,00 

Force of Will 

$3.50 

Frenetic Efreet 


TM 


$7.50 
Hatred” 
$5.00 
Intuition 
$6.00. 

Jet Medallion 
$3.00. 
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THE DUELIST 
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Item 


Fireball. 
Flashfire 
Flying Carpet... 


Green Mana Battery. 
Green Ward. 

Helm of Chatzuk.. 
Howling Mine. 
Hurkyl's Recall 


Hurr Jackal 
Hurricane... 
Hypnotic Specter .. 
Inferno 


Island Fish Jasconius..... 


Island Sanctuary... 
Wwory Cup.... 

Wvory Tower. 

Jade Monolith... 
Jandor’s Saddlebags 
Jayemdae Tom 
Jun’‘n Efreet 

Karmi 

Keldon Warlort 

Killer Bees... 


ey Druid... 
Library of Leng 
Lifeforce 
Lifelace. 
ifetap... 
ightning Bolt. 
iving Artifact. 


£ Mishra’s Factory ...n.nn 
= Mishra’s War Machine... 
Nether Shadow 
: Nevinyrral's Disk... 
: Nightmare... 


£ Orcish Oriflamme.. 
£  Ornithopter..... 

= Osai Vultures, 

: Personal Incarnation 


5 Reverse Damage.. 
+ Righteousness . 
¢ Rod of Ruin 


i Savannah Lions 
$ Scavenging Ghoul 
$ Segovian Leviatha 


: Shivan Dragon... 
} Simulacrum 

i Sindbad. 

$ Siren's Call. 

£ Sleight of Mind 


} Sorceress Queen.. 
Soul Net. 

} Spirit Lin 

Spirit Shackle... 

: Stasis 

: Steal Artifact 

£ Stone Giant 

¢ Strip Mine...... 

¢ Sunglasses of Urza....n.u 
= Swords to Plowshares.... 
£ Sylvan Library... 


Item 


3 Tawnos’s Wand 
+ Tawnos’s Weaponty...... 


i Titania’s Song. 
} Triskelion.... 
= Tsunami 

} Tunnel... 

= Uncle Istvan... 


Uthden Troll..... 


Verduran Enchantress... 


Visions... 

Volcanic Eruption.. 
Wall of Air... 

Wall of Bone.... 
Wall of Brambles. 


Wall of Ice... 

Wall of Stone... 
Wall of Swords. 
Wall of Water .. 
Wanderlust. 

Warp Artifact... 
Water Elemental... 
Web.. 

Whirling Dervis! 
White Knight........ 
White Mana Battery. 
White Ward..... 
Will-O'-The-Wisp... 
Winds of Change... 
Winter Blast... 


= Winter Orb.. 

= Wooden Sphere 
= Wrath of God... 
: Xenic Poltergei i 
i Zombie Master... 


H Complete Set........ 


Starter Display 
: Starter Dec! 
> Typical Common... 


H Abbey Gargoyles... 


Aladdin's Ring. 
4 An-Hawva Constable .. 
3 Angry Mob....... 
i Animate Dead.. 


; Arenson’s Aura 
: Armageddon... 
: Ashes to Ashes. 
3 Ashnod’s Altar 
} Aspect of Wolf. 
> Atog....... 
Azure Drake 

: Bad Moon... 
Ball Lightning. 
¢ Barl’s Cage. 

: Binding Grasp. 
+ Birds of Paradise... 


} Bottle of Suleima 
+ Bottomless Vault. 
5 Breeding Pit..... 
: Broken Visage 
Brushland.. 


Caribou Range. 


} Carrion Ants... 

: Castle... 

5 Cave Peopl 

5 City of Brass... 

i Clockwork Beast. 
: Clockwork Steed. 
= Cockatrice 

} Colossus of Sardia 
} Conquer 

i CoP: Artifacts... 


i Dancing Scimitar 
2 Deathgrip. 

2 Deflectio 

2 Derelor.. 

2 Desert Twister 

: Detonate.... 
Diabolic Machine 

3 Dingus Egg. 

: Disrupting Scepter.... 
Divine Transformatiol 
} Dragon Engine 

} Drain Power... 

= Dust to Dust... 

} Dwarven Catapult 
= Dwarven Hold. 

5 Dwarven Ruins 

: Earthquake. 
Ebon Stronghold. 


i Elvish Archers.. a 
2 Energy Flux. _) 
= Evil Eye of Orms-By-Gore 
= Evil Presence... 


: Feedback... 
: Feldon’s Cane. 
$ Fellwar Stone... 
> Feroz’s Ban 
: Fire Drake... 
$ Flame Spiri 
: Flashfires.... 
= Flying Carpet.. 
} Force of Nature 


Fountain of Youth 

A Fungusaur 

H Fyndhorn Elder, 

$ Game of Chao 

: Gauntlets of Chaos 

} Glacial Wall 

2 Glasses of Urza 

+ Gloom.... 

} Goblin King 

; Goblin Warrens. i 
: Greater Realm of Preserv. 
H Greater Werewolf. 

i Havenwood Battleground! 
: Hecatomb... 

$ Helm of Chatzuk.. 

} Hollow Trees... 


High Med Low TR : Item : Item High Med Low TR +/- : Item 


2 Abu Ja'far... 
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arplusan Forest. 600 4.73 200 3 023 ; Stampede 45 3.00 2.00 ; Fire Drake... 3 Fee 00 0.25 : Typical Card. 100 025 O10 1 
eldon Warlord 100 075 0.25 i Stasis. 500 400 200 } Fountain of Youth uuuC2 0.50 010 0.05 : 
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ifetap.. 0 050 025 Thicket Basil 1 075 0.35 0.05 
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4.00 2,00 2 i ntamed Wilds... ! 5 .25 0.05 : 
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Mind Warp 063 0.25 013 } 50 0.25 } Hom of Deafening . } Colossus of Sardia I 1 
Mole Worms. 50 | 05 1 } Wall of Fire... Hl 0.5 23) 1 : Ivory Guardians... 200 1.00 0.30 : Cosmic Horror. 3.00 0.25 025 1 
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Power Sin! 00 050 0.25 ; } Rubinia Soulsinger. 449 2.00 0.50 : 
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Abu Ja Far. 
Aladdin, 
Aladdin's Lamp .. 
Aladdin’s Rin 
Ali Baba... 


Bazaar of Baghdad....... 
Bottle of Suleiman....... 


City in a Bottle... 
City of Brass. 


Desert Nomads... 
Desert Twiste 

Diamond Valley... 

Drop of Hone 

jony Horse. 

-Hajidj... 

ant Graveyard... 


ing Carpet. 

ing Men 

Guardian Beast... 

-Biff Efreet 
land Fish Jasconius.... 
land of Wak-Wak, 
Jandor's Ring 

Jandor's Saddlebag: 
Jeweled Bird.. 

Jil 
Junin Efreet.. 
Juzam Djinn. 
Khabal Ghoul. 
Kit 


Li 


Repentant Blacksmith ., 
Ring of Ma’ raf 

Rukh Egg... 

Sandals of Abdallah 


Low TR + 


$2.00 
3.00 
3.00 
3.00 
2.00 
60.00 
2.00 
8.00 
3.00 
1.00 
030 
6.00 
15.00 
2.00 
2.00 
1,00 


High Med Low TR 


3 Sorceress Queen: U3 10.00 
: Stone-Throwing Devils.C4 6.00 
i Wyluli Wolf 5.99 
2 Ydwen Efreet 12.00 


: Complete Set $350 
: Booster Display... . 7 Ben 
$ Booster Pack 


Armageddon Clock.....U2 500 
} Ashnod’s Alta U2 3.00 


i Ashnod's Battle Gear...U2 3.00 
} Ashnod’s TransmograntU3. 2.00 
£ Atog C4 2.00 
} Bronze Tablet. 6.00 
= Candelabra of Tawnos....U 50.00 
} Citanul Druid. U3 4.00 
} Clockwork Avian, 8.00 
i Colossus of Sardi 12.00 
£ CoP: Artifacts ; 8.00 
$ Coral Helm 

$ Cursed Rack.. 

$ Damping Field 

£ Detonate.... 

£ Dragon Engine... 

£ Dwarven Weaponsmith. 
H Energy Flux... 
 Feldon’s Cane 

? Gaea's Avenge 

i Gate to Phyrexia. 

lin Artisans... 


ishra’s Factory (Fall) ...U 
ishra’s Factory (Spr)....0 
ishra's Factory (Smr) .. 
: Mishra’s Factory (Wtr)... 
$ Mishra's War Machine... 
= Mishra’s Workshop... 

isk of Undoing. 


; Phyrexian Gremlins. 
. Power Artifact, 

i Powerleech 
Primal Clay 

$ Rakalite 

= Rocket Launcher. 
= Shapeshifter... 


8.00 
5.00 
4.00 
10.00 


$275 
850 
20 
0.50 


4.00 
2.00 


2.0 
15 
1.00 
4.00 
36.10 
26 
5.75 
8.0 
4.00 
3.65 
1.00 
3.01 
2.00 
1.00 
1.50 
1.65 
5.50 


4.25 
2.00 
1.00 
4.00 
3.00 
2.00 
2.00 
317 
4.00 


400 2 
2.00 2 
1.00 1 
4.00 2 


$200 
786 
10 
0.25 


1.00 
1.00 


1,00 
1,00 
0.30 
1.00 
25.00 
1.00 
2.50 
4.00 
1.00 
1.50 
0.25 
1,00 
1.00 
0.49 
1.00 
1.00 
2.00 
5,00 
1.00 
1.00 
2,00 
1.00 
1.00 
3.00 
1.50 
1.50 
1.50 
5.00 
5.00 
2.00 
5.00 
5.00 
1.00 
12.00 
1.50 
1.00 
0.30 
1.50 
1.80 
1.00 
1.00 
1.00 
1.50 
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: Tawnos's Wand. 

} Tawnos's Weaponry...... 
: Tetravus 

The Rack. 

} Titania's Song... 

} Transmute Artifact., 

= Triskelion 

} Urza's Avenge 

} Urza's Miter. 


i Amrou Kithkin 

3 Angelic Voices 

} Angus Mackenzie 

} Anti-Magic Aura. 

} Arboria. 

} Arcades Sabboth 

H Arena of the Ancients... 
i Axelrod Gunnarson .. 


i Backdraft. 

} Backfire.... 

} Barktooth Warbeard 
} Bartel Runeaxe... 

E Beasts of Bogardan. 
H Black Mana Battery 


: Blue Mana Battery... 
$ Boomerang... 

} Boris Devilboon... 

2 Brine Hag.. 

} Bronze Horse . 

} Brute, The 

2 Carrion Ant 

i Cat Warriors... 

E Cathedral of Serr 

H Caverns of Despair 
; Chain Lightning... 

£ Chains of MephistophelesR 
? Chromium. 

? Cleanse 

} Cocoon. 

£ Concordant Crossroads..R 
: Cosmic Horror 

: Craw Giant, 

i Crevasse.... 

4 Crimson Kobolds.. 

i Crimson Manticore 

£ Crookshank Kobolds. 

£ Cyclopean Mummy... 
£ Dakkon Blackblade 

} Darkness... 


6 

trip Mine (Narrow Steps)U 10.0 
trip Mine (Small Tower) 10.4 
Strip Mine (Wide Steps)..C 121 
Strip Mine (Wide Steps,Sky)U 12.0 


Tawnos's Coffin. 


Wall of Spears 
Weakstone 

Xenic Poltergeist. 
Yawgmoth Demon... 


Complete Set 
Booster Display.. . 1200 
Booster Pack ; 40 
Typical Common i 


Abomination $4.01 
Abyss, The 65.00 
Acid Rain... 25. 
Active Volcano suns 8 
Adun Oakenshiel 

Adventurers’ Guildhouse U 


All Hallow's Eve.. 


. $1,200 $925 $700 


100! 
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2 Evil Eye of Orms-By-GoreU 
z Fallen Angel. 
: Falling Star.... 
i Field of Dreams 
Firestorm Phoenix . 
$ Flash Counter 
} Floral Spuzzem.. 
' Force Spite... 
} Forethought Amulet 


iy 
} Ichneumon Druid 

} Immolation 

£ Imprison.. 

= In the Eye of Chaos. 

} Indestructible Aura.....u 
Infernal Medusa. 
Infinite Authority 

; Invoke Prejudice.. 

i \vory Guardians. 

H Jacques le Vert... 

} Jasmine Boreal.. 

$ Jedit Ojanen x 
}  Jerrard of the Closed Fist 
$ Johan... 

} Jovial Evi. 

2 Juxtapose, 

Karakas 

: Kasimir the Lone Wolf....U 
: Keepers of the Faith.....C2 
} Kei Takahashi 

Killer Bees. 
} Kismet. 
} Knowledge Vault 
Kobold Drill Sergeant 

2 Kobold Overlord.. 

4 Kobold Taskmaster. 

} Kobolds of Kher Keep...C2 
 Kry Shield, 
: Lady Caleri 
: Lady Eval 
Lady of t 
2 Lady Orca. 

2 Land Equilibrium 


 Deatfal.... 

: Demonic Torment 
} Devouring Deep. 
2 Disharmony 

2 Divine Intervention. 
} Divine Transformation .. 
; Dream Coat. 

; Dwarven Song... 
: Elder Land Wurm... 
i Elder Spawn 

} Elven Riders. 

} Enchanted Being 
3 Equinox... 

= Eternal Warrior. 


R 


= Gabriel Angelfire 

} Gauntlets of Chaos. 
Glyph of Life 02 
: Glyph of Reincarnation ... 
$ Gosta Dirk 

$ Gravity Sphere 

} Great Defender... 
Great Wall 

: Greater Realm of Preserv 


Ifdane... 
mmerheim 


m of Deafening.. 
ror of Horrors 


Land's Edge... 
Lesser Werewolf... 
Life Chisel . 
Life Matrix.. 
Lifeblood.... 
Living Plan 
Livonya Silone 
Lord Magnus... 
Mana Drain 
Mana Matri 
Marble Priest .l 
Marhault Elsdragon....... 
Master of the Hunt. 
Mirror Universe... 


Moss Monster. 
Mountain Stronghold. 
Mountain Yeti . 
Nebuchadnezzar... 
Nether Void 
Nicol Bolas 
North Star. 
Nova Pentacle 
Palladia-Mors... 


Pradesh Gypsies... U 
Presence of the Master.. 
Primordial Ooz 
Princess Lucrezia. 
Psionic Entity... 
Psychic Purge.. 


Quagmire. 

Quarum Trench Gnomes.R 
Rabid Wombat al 
Radjan Spirit 


Raging Bull 
Ragnar.. 
Ramirez DePietro.. 
Ramses Overdark.. 
Rapid Fire... 
Rasputin Dreamweaver...R 
Rebirth 
Recall 
Red Mana Battery 
Reincarnation , 
Relic Barrie! 
Relic Bind... 


Riven Turnbull.. : 
Rohgahh of Kher Keep... 
Rubinia Soulsinger.......4 R 
Sea King’s Blessin 
Seafarers’ Quay.... 
Seeker.... 
Segovian Leviatha 
Sentinel. 


Shield Wall.. 
Shimian Night Stalker 
Silhouette . 
Sir Shandlar of Eberyn... 
Sivitri Scarzam U 
Sol'kanar the Swamp KingR 
Spectral Cloak 
Spinal Villain 
Spirit Link... 
Spirit Shackle... 


High Med 


10.00 
12.49 
8.00 
5.49 
12,49 
15.00 
25.00 
15.00 
5.00 
50.00 
13.00 
5.00 
5.00 
25.00 
85.00 
70.00 
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1.00 


} Sunastian Falconer. 
2 Sword of the Ages 


i Syphon SoUL.....msssnee 
Tabernacle at Pendrell ValeR 


0.10 : 


: Diabolic Machine... 
: Eater of the Dead. 
2 Electric Eel 
= Elves of Deep Shadow..U 


fakklemaggot .. 


fetsuo Umezawa.. 
hunder Spirit 
lime Elemental 
fobias Andrion 
olaria.... 
Tor Wau 
forsten von Ursus 
Touch of Darknes: 
Triassic Egg. 
Tuknir Deathlock.. 
Tundra Wolves 


Underworld 
Unholy Cita 
Untamed Wil 


reams .. 


Vampire Bats.. 
Visions... 


Wall of Opposition 
Wall of Putrid Flesh... 
Wall of Tombstones....... 
Wall of Wonder... 
Whirling Dervish... 
White Mana Battery...... 
Willow Satyr... 
Winds of Change. 


Complete Set.. 
Booster Display 
Booster Pack... 
Typical Common... 


Amnesia 
Angry Mob 
Apprentice Wizard 
Ball Lightning... 
Banshee 


Blood of the Martyr... 
Bone Flute 
Book of Rass... 
Brothers of Fir 


Curse Artifact... 
Dance of Many. 
Dark Heart of the Wood 
Dark Sphere..... 


SSseses Ses Sc 


Item a 


1 i Eternal Flame ons 4 0 ! 
00 2 i Exorcist. .U 899 66.00 2.00 : 
75 0.20 1 4 Fasting.. 27 208 1.25 | 1.00 0.25 : 
400 250 1 } Fellwar Stone 2 400 213 1,00 0.13 } Complete Set. $55 $50 $30 2 
26.50 15.00 3 } Fire and Brimstone.....U2 2,00 150 1,00 } Booster Displa 80 39 2 
1 3.00 3 Fire Drake. 2 200 1.00 0.50 Booster Pack... 150 145 100 1 
398 200 1 6.02 i 2 200 100 050 A lypical Common... 025 015 005 1 005 
50 050 1 : 200 125 050 1 025 : 
2 10.00 4 i 800 5.00 3,00 : Aeolipile e $3.00 $1.60 $050 1 0.10 
3 2.00 1 4 Ghost Ship 075 0.25 0.10 : Balm of Restoration........ 2 1.00 050 1 
1000 300 2 1.00 : Goblin Cave 100 0.25 0.10 : ‘ottomless Vault. 400 250 100 1 002 
3.00 1 : Goblin Wizard. 800 510 2.00 0.08 : Breeding Pi 300 200 050 1 
i 250 1 : 600 4.00 100 1 = Conch Horn 200 1 50 1 
1500 6500 2 300 : 600 4.00 200 1 Jeep Spawn 150 1 50 1 
24.23 12.00 3 0.23 : Inferno... 600 500 200 1 : Delif’s Cone 05 2. 05 1 003 
1 2 : Knights of Thorn. 700 4.25 = (2.00 013 H Delif's Cube 200 100 050 1 
1 : Leviathan, 510 400 2 040 ; Derelor... le 275 100 2 «043 
2 : 100 050 1 2 Draconian Cylix.. 300 150 050 
1 : 250. 1.00 1 023 H Dwarven Armorer. 2.01 { 25 
1 i 298 1 002} Dwarven Catapult 150 100 05 
1 4 4 1.0 ¢ Dwarven Hold. 400 225 O76 0.25 
te ANDES 3 1,0 } Dwarven Lieutenant. 100 075 050 1 
2 H 10.00 350 3 } Dwarven Ruins 200 1.00 050 
1 i 400 2.00 : Ebon Praetor.... 359 200 1.00 1 
2 H 200 1,00 1 } Ebon Stronghold.. 200 1.00 050 
1 : 400 1,00 1 2 Elven Ly 200 1.00 050 
3 2 Necropolis... 2.00 1.00 1 } Elvish Farmer.. 360 200 1,00 
1 Niall Sivain 300 1.00 1 } Farrel’s Mantle 100 075 050 
1 i Orc General j 1,25 50 1 0.25 H Farrelite Priest. 100 063 0.25 013 
00 2 i People of the Woods....U2 2 1.75 77060; 1 0.25 H eral Thallid mo 00 60.50 
4.00 300 2 Preacher, 13,00 10. 4.00 2 = Fungal Bloom... 400 200 1.00 
1360 600 2 0.80 : Psychic Allergy 619 4.00 1,00 1 : Goblin Flotilla... 280 1650 050 1 0.10 
075 030 1 H 449 300 1,00 1 : Goblin Grenade 0.5 25 0.05 1 
3.00 2.00 } Reflecting Mirror.. 400 200 1,00 2 Goblin Kites.... 10 82 0.50 O07 
00 2.00 0.25 = Runesword. 2.00 1.00 050 1 = Goblin Warrens 400 300 200 
075 030 5 Safe Haven. §.00 300 100 1 2 Hand of Justia §00 4.00 200 
285 1,00 : 300 200 1.00 1 } Havenwood Battleground2 200 1.00 0.50 
3 100 1 6.00 300 1.00 1 i Heroism 1.50 75 0.60 0.07 
6 2,00 i Scarwood Hag, 2.00 1.25 050 1 0.25 = Hollow Trees... 3.90 2.00 085 
3.00 2.00 0.50 : Season of the Witch 1 = Homarid Shaman. 
4 : M 
3 
4 PEGASUS LOFT 
4 


Shelton Fugate 
peghoit@w.quik.com 

2731 Southwest Parkway Suite #6 
Wichita Falls, 1X 76308 

(940) 692-7571 


Big Furry Monster is popular, especially since people are always trying to get both halves of it. 


$148 $78 3 
ee There aren't many urban legends around here. Everyone does keep talking about how Wizards 
8.00 500 3 025 Bea , : Fe pas : ; 
025 O40 1 is going after everything, buying up companies like Microsoft and speculating on which would 
he next. 
$388 $1.50 3 0.25 
200 050 1 
1.00 050 1 
11.50 8.00 4 0.50 : Sisters of the Flame...... I 1 lomarid Spawning Bed i 
1.00 050 1 0.25  SkullofOrMnnnnnnU2 600 4.00 1,50 1 Hymn to Tourach......u0 C4. 075 «6025 «0.05 
200 1.00 1 = Sorrow’s Path.. U 409 300 100 1 = Icatian Lieutenant 300 1.70 050 093 
5.00 2.50 2 H 2 200 100 050 2 2 Icatian Phalanx.... 1.00 082 0501 om 
100 050 : 2 300 150 100 1 2 Icatian Priest... 100 082 050 1 oof 
1.25 (0.50 0.25 : U 7004.00 1,00 : catian Skirmisher: 3 2.00 0.50 
100 075 3 Tangle Kelp. 2 200 1.00 0.50 3 Icatian Store 400 2.25 1.00 0.05 
00. 6050 1 : The Falle 2 229 1.00 050 2 Icatian Town UA 228 100 1 028 
00 0,50 : Tivadar’s Crusade .. 2 250 200 100 : implements of Sacrifice .| 2 1.00 0.60 
4.00 1.00 0.50 : Tormod’s Crypt 2 200 1.75 050 2 O25 = Orcish Captain 3 150 089 050 1 605 
40 2,00 1 630 : Tower of Coireall 2 200 1.00 1.00 3 Order of Leitbur.......0 C31 0.25 0.05 
2.00 1.00 1 2 Tracker. 4 700 4.00 200 2 O13 : Order ofthe Ebon HandC3 1, 025 0.05 
65 050 0.15 ? Uncle Istvan 2 300 200 050 1 025 = Org 500 325 100 2 e08 
00 150 1 0.20 2 Wand of Ith 2 400 200 1.00 2 Raiding Party. 8 150 095 O50 1 005 
25 0.10 2 War Barg 2 400 200 100 = Rainbow Val 320 200 0.50 
200 1,00 : Whippoorwill 2200 200. 100 ing of Renewal U2 1.50 0.50 
1.00 0.50 2 Witch Hunte 500 300 1,00 River Merfol U 300 200 1.00 
2.00 1,00 1 028 = Worms of the Earth. 425 3.00 1,00 1 Ruins of 2 200 100 050 
00 050 1 : Wormwood Treefolk....... 439 «63.00 = (1.00 0.05 = Sand Silos... U 400 «238 100 1 a3 
200 1.00 1 : Seasinger..... U3 2208 = 1.00 7 050 


Le oe 


Low TR + h Med Low TR +/ Item High Med Low TR */ High Med Low TR +/ 


i Chromatic AMOK... i i 2.0 H Hyalopterous Lemure Hao 1 025 1 i ity Twi i ‘ i 2.00 
£ Cold Snap... ‘ ! { 0.25 £ Hymn of Rebirth .n.urnn ; 025 1 : i ; i i 1,99 
$ Conquer. i i { 0.25 Ice Cauldron i J i 2.0 : Ui y 0.25 
: 0.10 E Ice Floe.. U8 00 0.25 Ritual of Subdual..nnuR 4 00 2.00 
; : 00 2.0 } Iceberg... U4 00 0.25 River Delta... 
} Curse of Marit Lage...uR 4 00 1.9 . Uo 13 075 } Runed Arch.. 
: Dance of the Dead......... 4 A 0.25 : i i h i 45 I : Sacred Boon 
Thelon’s Curse.. i i A 0.5 H Deflection / i 4.0 ; Icy Prison..... d 4 A 2.00 ; 

0.50 ; Demonic Consultation..... A A 0.35 i Illusionary Presence....... i fl 1.0 


Soul Exchange i 089 0.50 1 
1 
1 
1 
1 
1 
1 
1 
1 

0.50 1 f i Despotic Scept K i 2.0 ¢ lllusionary Terrain. H d Hl 0.25 
1 
1 
1 
1 
iT 
1 
1 
1 
1 


Spirit Shield ! A 00 05 
Spore Flower... : A 0.5 
Oot 
05 
‘ ‘ 0.50 
Thelon’s Chant i d 051 


Thrull Champion i i 1.0 H Diabolic Vision. A 0.25 : Illusions of Grandeur...... i A 2.0 
O05 } Dread Wight A i 19! } Incinerate.... J . . 0. 
: Dreams of the Dead... { 0.25 £ Infernal Darkness......000 x i 2.00 : 
4 0.25 Infernal Denize Ro 00. 1.8 } Skeleton Ship... 
0.25 Infinite HOUrgIaSS....nun x , 2.0 } Skull Cataputt.. 
19 : Jester’s Cap. i I .00 10.01 : Sleight of Mind. 
/ i 2.00 : Jester’s Mask... i A . 4.00 i: Snow Fortress. 
i Elder Druid... / 45 2.00 ; Jeweled Amulet ‘ { i 0.25 4 Snow Hound 
H 0125 ? Snowblind... 
3.0 H Soldevi Golem.. 
0.25 £ Soldevi Machinis 
3.00 £ Soldevi Simulacrum, 
0.25 } Soul Barrier, 
20 Spectral Shield 
0.25 Spoils of Evi 
0.25 } Spoils of War... 
Kjeldoran Knight... 1.9 : Staff of the Ages... 
Kjeldoran Phalanx.. 1.50 Stampede... 
Kjeldoran Royal Guard... i 2.00 : 
Kjeldoran Skycaptain...... A d 0.25 
Knight of Stromgald...... . i 0.35 
Krovikan Elementalist.... A { 0.25 H 
Krovikan Vampire... i { 0.25 } Stromgald Cabal... 
d 00 1,00 } Stunted Growth 
Lapis Lazuli Talisman..... { A 0.25 $  Sulfurous Springs 
Lava Tubes RA 00 1,00 } Sunstone 
Leshrac's Rite... ie, 00 0.25 Swords to Plowshare: 
Leshrac’s Sigil. i A J 0.25 : 
Lhurgoyf i i i 3.00 
Lightning Blow / 4 . 1.50 H 
Lim-Dal's Hex.. 4 ! { 0.25 } Timberline Ridge.. 
: i 1,98 } Time Bomb 
: ? et Elkin Bottle i i 2.00 : / ! { 0.25 } Total War... 
iii on $ Enduring Renewal.......R 700 500 2.00 : ing Wi U 100 1.00 0.25 } Touch of Vitae . 
: Energy Storm.. 1 x 2.00 } Magus of the Unseen... 4 i 2.00 Trailblazer... 

Complete Set... $250 $20 : Essence Vortex. d { ! 0.25 } Malachite Talisman... J { 0.25 : 
Booster Display. 95 89.51 50 3 i | i J 0.25 $ Marton Stromgald....sd A i 2.00 
Booster Pack. 300 295 Fiery Justi Rs 199 H U 1,00 1.00 0.25 
Starter Display no 9 Fire Covenant.. . i 0.25 : ing... .l 00 1 0,25 i 
Starter Deck..... 155 899 8 ¢ Flame Spirit 4 { ! 0.25 i i A i 1,00 $ Venomous Breath. 
Typical Common 0.25 0.1 . } Flooded Woodlands... x A 2.00 ¢ Merieke Ri Berit i } f 2.00 } Vertigo... 
£ Flow of Maggots... i i 1.50 $ Mesmeric Trance sn. i A 1.00 } Vexing Arcanix.. 
Abyssal Spectei U $200 $1.5 k $ Forbidden Lore J i i 1.99 } Meteor Shower, { I . 0.10 Vibrating Sphere... 
Adarkar Sentinel... 1,00 1.01 . } Force Void... / : ! 0.25 } Mind Warp... a j ! 0.25 } Walking Wall... 
Adarkar Wastes..nnumnR 6,00 5,00 3 } Forgotten Lore. ae) 00 0,25 } Mind Whip Ro 00 1.99 Wall of Lava 
Aegis of the Meek H 400 3.0 i $  Formation.... | Hl f 1.00 } Minion of Leshrac i H i 2.00 , : Wall of Pine Needles. 
Aggression. il 100 1.01 I : Freyalise Supplicant...... i d 0.25 ; Minion of Tevesh Szat..... i A 2.00 H Wall of Shields 
Altar of Bont i H 3.0 " 2 Freyalise’s Charm i I { 0.25 : Mole Worms ‘ d A 0.25 + War Chariot. 
Amulet of Quoz i 295 ile I : Freyalise's Wind i ql i 1.00 ; Monsoon dl H i 50 } Whalebone Glider 

10 . $ Fumarole ( { ! 0.25 H Mountain Titan | i A 50 H 
J 10 . } Fyndhorn Bow. | { ! 0.25 : 
Arcum's Weathervane.... 00 1.0 $ Fyndhorn Elder. d ! 00 0.25 : i d H 
Arcum’s Whistle U 100 1.0 $ Fyndhorn Pollen K 00 1.50 Mystic Mi 4 K { $ Wind Spirit. 
$ Game of Chaos. i i i 1.50 : i ‘ ; ( ; $ Wings of Aesthir.. 
£ General Jarkeld Ria 00 2,00 } Naked Singularity wun 4 A } Winter's Chil 
‘ Ghostly Flame... i . A 2.00 3 Nature's Lore... i Hl i } : Withering Wisp: 
: Giant Trap Door Spider... 4 A 0.25 ; Necropotence... i . A : Word of Blasting.. : 
} Glacial Chasm. U 100 1.00 0.25 } Oath of Lim-Dal } Wrath of Marit Lage... 
. i H Glacial Crevasses.. 1 a A 1.00 i Onyx Talisman... + Yavimaya Gnats..... 
Binding Grasp... / i H $ Glacial Wall. i i d 0.25 ; Orcish Cannoneers i Zur’s Weirding.. 
Black Scara / J ! $ Glaciers.. ‘ i i 1.99 } Orcish Healer... : Zuran Orb... 
Blinking Spirit.. J i i 4 £ Goblin Lyre. i i 1.00 } Orcish Librarian : 
lizard. ‘ / i 1 $ Goblin Mutant... { A 0.25 $  Orcish Squatters ....00 
lue Scarab... | { J . $ Goblin Snowman... ‘ A A 0.25 ; Order of the Sacred TorchR 
rand of HH OmennwwR 400 300 1, } Gravebind.... R400 300 1.00 } Order of the White Shield.U 
Breath of Dreams ! ! ! F } Green Scarab... : f { 0.25 } Pale Bears 
i i 5. : Hallowed Ground... i 1 J 0.25 : Pentagram of the Ages...R 
Call to Arms.... i i i A : i i i i 1.00 : U 
aribou Range. i i i , i i A 1 2.50 : 
elestial Sword : ‘ i ! i ite Tali ‘ ! { 0.25 H 1 . H 
Centaur Archer. J { { £ Hipparion.... J ! { 0.25 : ‘ i i } Abbey Gargoyles U3 $2.00 
Chaos Lord. i x $ Hot Springs J d 00 1.50 : : i i : Ather Storm... U3 2.00 
Chaos Woon i / Hurricane / ! 00 025 : : , ! $ An-Hawa Constable......U 3.00 


! I 06 
Tidal Influence. J I 0.50 
Tourach's Chan! 4 ; 0.50 
Tourach’s Gate ’ 0.50 
Vodalian Knights. “ A 1.00 
Vodalian War Machine... ‘ 0.50 
Zelyon Sword ‘ . : 0,50 


Elemental Augury. / i 00 = 2.00 Johtull Wurm... 
Jokulhaups.. 


oo 


coos 


Sssessessesss8s 


Karplusan Yeti....... 
Kjeldoran Elite Guard 
Kjeldoran Frostbeast........ 


= 
=) 
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} Complete Set... $75 
3 Booster Display 95 
i Booster Pack... 1719 
; Typical Commo 0.25 


wows 


Apocalypse Chime . 
Autumn Willow. 


Aysen Highway. 
Baki's Curse. 
Baron Sengir. 
Beast Walkers... 


lockwork Steed 
Clockwork Swarm. 
Coral Reef 


leath Speakers. 
Didgeridoo 

Drudge Spell. 
Dwarven Pon 
Dwarven Sea Clan. 
Ebony Rhino 

Eron the Relentless, 
Evaporate 

Faerie Noble... 


Funeral March 
Ghost Hounds 

Giant Oyster. 
Grandmother Sengir. 
Greater Werewolf. 
Hazduhr the Abbot... 
Headstone 


Joven’s Tools. 
Koskun Falls... 
Koskun Keep... 
Leaping Lizard 
Leec! 


Primal Order... 
Prop 
Rashi 
Rene| 
Retri 


Roterothopter.. 
Rysorian Badger... 
Sea Sprite... 

Sea Troll 

Sengir Autocrat 
Serra Aviary... 
Serra Bestiary. 
Serra Inquisita 
Serra Paladin... 


? tem 


Willow Priestess. 
Winter Sky... 
Wizards’ School 


Complete Se 
Booster Display. 
Booster Pack 
Typical Common 


Arcane Denial 
Ashnod’s Cylix.. 
Balduvian Dead 
Balduvian Horde. 
Balduvian Trading Pos! 


Burnout.... 


? Chaos Harlequin 


? Diminishing Return: 
} Diseased Vermin 

+ Dystopia... 

2 Elvish Bard... 
lish Spirit Guide.. 
£ Energy Arc 

? Exile... 

} False Demise 
Fatal Lore 

? Feast or Famine. 
= Floodwater Dam. 
? Force of Will. 
Gargantuan Gorilla.. 
Goria Shama 

: Guerrilla Tactics. 
$ Gustha's Scepter 
Hail Storm 

} Heart of Yavimaya.. 
} Helm of Obedience. 
Inheritance... 

3 Wvory Gargoyle ks 
H Juniper Order Advocate 


; Keeper of Tresserhorn....R 5.00 
? Kjeldoran Home Guard...U 1.00 
? Kjeldoran Outpost... 12.00 
} Krovikan Horror.. 0 
? Krovikan Plague. 

Lake of the Dead 

Library of Lat-Nam.. 

? Lim-Dal's Paladin 

2 Lim-Dal's Vault. 

= Lodestone Bauble 

: Lord of Tresserhorn.. 

i Misfortune. oR 

} Mishra’s Groundbreaker.U 

} Misinformation 

} Mystic Compass... 

} Nature's Blessing 
Nature's Chosen... 

= Nature's Wrath 

: Omen of Fire. 

5 Phantasmal Sphere........ 
: Phelddagrif. 

i Phyrexian Devourer...... 
$ Phyrexian Portal . 
Pillage... 

} Primitive Justice. 

? Pyrokinesis 4 
} Ritual of the Machine... 
: Rogue Skycaptain.......... 
5 Royal Decree........ 

3 Scarab of the Unseer 

i Scars of the Veteran 

: School of the Unseen... 
: Seasoned Tactician 
Sheltered Valley... 

2 Shield Sphere. 

} Sol Grail. 


3 Celestial 
2 Cerulean Wyvern 
q Chaosphere 
i Charcoal Di 


H Choking 
} Cinder CI 
} Circle of Despair. 

= Consuming Ferocity..... 
2 Coral Fig 
= Crash of 


: Item 


Soldevi Digger... 
Soldevi Excavation: 
Soldier of Fortune.. 
Spiny Starfish... 
Splintering Wind 
Storm Cauldron 
Storm Elemental 
Stromgald Spy... 
Suffocation... 
Surge of Strength... 


farchild’s War-Riders.. 
iscerid Drone... 


3 Wandering Mag 
3 Whirling Catapul 
2 Winter's Night... 
2 Yavimaya Ants... 


: Complete Set 
3 Booster Display.. 
2 Booster Pack 
2 Starter Displa 
2 Starter Deck. 
= Typical Common 


: Bad River... 
; Barbed Foliag 


Barbed-Back Wurm. 


. Barreling Attack.. 

} Basalt Golem... 

} Bazaar of Wonders... 
Benthic Djinn. 

? lighted Shaman 

2 Blind Fury.. 


: Cadaverous Bloom... 
} Canopy Dragon. 
2 Carrion... 


= Crystal Golem. 
i Crystal Vein. 

: Cursed Totem. 
i Cycle of Lif 

: Daring Apprentice 
= Decomposition. 


= 


sss 


075 030 
075 025 
075 025 
300 1.99 
087 025 
4.00 2.00 
300 200 
O75 025 
075 0.25 
075 025 
300 200 
300 2.00 
O75 025 
5.10 2.00 
500 30 


Sonos 
gS 
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item 


Delirium 
Discordant Spirit 
Dissipate. 

Divine Retribution... 
Dread Specter... 
Dwarven Miner. 


Emberwilde Caliph 
Emberwilde Djinn... 
Energy Balt... 


Ersatz Gnomes. 
: Ether Well..... 
? Ethereal Champion 
5 Fallow Earth 
: Favorable Destiny .. 
3 Femeref Archers 
> Final Fortune 
? Fire Diamond 


: Foratog 

: Forbidden Crypt 

g Forsaken Wastes. 
3 Frenetic Efreet.. 

? Goblin Scouts.... 

2 Goblin Soothsay 

: Grasslands 

} Grim Feas 

? Grinning Totem.. 

? Hakim, Loreweaver.. 
2 Hall of Gemstone.... 
: Hammer of Bogardan . 
: Harbinger of Night... 
Harbor Guardian. 

: Harmattan Efreet 
} Haunting Apparition 
} Hazerider Drake .. 
2 Hivis of the Scal 

} Horrible Hordes. 
f igneous Gole 
llicit Auction.. 
lluminatio 
ncinerate .. 


Jungle Patrol. 

2 Jungle Trol 

i Kaervek's Hex. 

? Kaervek's Purge. 
2 Kaervek’s Torch... 
: Karoo Meerkat 

: Kukemssa Pirates 
} Lead Golem... 

} Leering Gargoyle, 
Lion's Eye Diamond. 
} Locust Swarm 
Lure of Prey... 

: Malignant Growth 
: Mana Prism.... 

: Mangara’s Blessing....... 
5 Mangara’s Equity. 
; Mangara's Tome.. 

: Marble Diamond. 
2 Maro 

: Meddle... 

3 Melesse Spirit. 

2 Mind Bend. 

2 Mind Harness .. 

3 Mindbender Spores... 
i Mire Shade. 


 Mtenda Grifin. 
= Mystical Tutor... 


¢ ~ The Shop That is Not To Be'Nameéd Z 
y High Med Low TR 
600 400 200 3 R600 300 199 1 
Nettletooth Djinn. 200 1.00 050 1 : R 700 400 200 2 
Nocturnal Raid 100 075 025 1 : Teeka’s Dragon R -800 600 295 2 
Null Chamb 600 400 199 1 ? Teferi’s Imp R 400 300 1.50 1 
Painful Memories.. 100 075 025 1 ? Teferi’s Isle. R  §,00 0 200 1 
Patagia Golem. 100 075 0.25 1 : Telim'Tor R 600 300 200 1 
Paupers’ Cage... §00 300 200 1 2 Telim’Tor's Dart U 100, 075) 98 1 
Pearl Drago! . 700 4505 300 2 : Telim'Tor’s Edict R400 300 1.50 1 
Phyrexian Dreadnought.R 10.00 700 300 3 ; Tidal Wave i 1.0 75 025 1 
Phyrexian Purge... R 400 300 199 1 : Tombstone Stairwell.......R 600 400 200 2 
Phyrexian Tribute. 400 300 199 1 : R 500 300 150 1 
Phyrexian Vault 100 075 025 1 U 10 75 025 1 
Political Tricker 600 4.00 199 2 H R 600 400 200 2 
Polymorph... 600 300 200 1 4 Unerring Sling 1.00 75 | 095 1 
Preferred Selectio 5.00 31 199 1 > Unfulflled Desires. 500 3.00 150 1 
Prismatic Boon 100 075 025 1 ; Unseen Walker, 100 075 025 1 
Prismatic Lace §.00 300 199 1 H Unyaro Bee Sting. 100 075 025 1 0.24 
Psychic Transfer / §00 3. 150 1 ; Unyaro Griffin. 075 025 1 0.24 
Purgatory... R BBO 3: 150 1 : Vaporous Djinn 75 08 1 
Purraj of Urbor R 500 300 200 1 : Ventifact Bottle 5.00 3.00 200 
Quirion Elves..... f£ 035 010 005 1 : Vigilant Martyr 100 0.75 025 
Radiant Essence... 100 075 025 1 : 100 075 025 1 
. 40 
Visit our website or call us for current prices and availability. bara ‘ = ; : ee ot 7 fe $e 
. R 500 300 200 1 R 500 300 200 
Wwww.xmission.com/~hastur R 500 300 199 1 R500 300 1.99 
Phone: (801) 467-9814 Fax: (801) 485-4997 : ie be ae Ba F in a ie 
oS oe : % ; { |! I : Wellspring... 4 x i B 
Email: hastur@xmission.com Salt Lake City, Utah : 84106 U 100 077 025 1 023 : Wildfire Emissary. 249 1.00 0.35 
Specializing in Intl; and R500 300 200 1 } Windreaper Falcon.....U 1.00 0.75 0.25 
‘ 2 R 500 300 200 1 = Withering Boon... 1.0 75 1/025 
Domestic Mail Orders u 100 075 030 1 i 200 100 050 
U 100 075 025 1 R 500 300 1.99 
R 10.00 800 295 2 : U) 100 075 025 1 
Sand Golem U 100 075 025 1 } Zhalfirin Commander.....U 1.00 1.00 025 1 001 
CHOOHHHEEHHSHSHSHHOHHHHOHHSHHHHHHOHHHHSHHHECESEHEEEOE Savage Twister Uo 200 11 025 1 } Zirilan of the Claw... 5,00 400 200 
Sawback Manticor R 500 300 200 1 ; U 00 - 0.75 37025) 1 
Sealed Fate U 189 088 025 1 013 3 Zuberi, Golden Feather..R 500 350 200 1 0.25 
Seeds of Innocence..wR 500 300 1.99 1 : 
Shadowbane U 100 088 025 1 013 : a is mnmnoenann 
Toll Free for Our ShallOW Grane 500 400 200 2 NASON) 
Shauku’s Minion... U 179 075 025 1 : 
J} | f | a R 500 300 199 1 2 Complete Set ..nnnnnne $175 $150 $85 3 
4 | R500 4.00 200 1 5 Booster Display 130 95 85 3 
R 600 300 200 1 : Booster Pack.... 85 62.99 Wide: 2 
aol mall -— ~~ U 150 088 025 1 0.13 : Typical Common 025 012 O10 0 002 
U 200 100 050 1 ; 
600 300 200 1 2 Aku Ojinn R $700 $5.00 $250 2 
1.00 075 025 1 : Anvil of Bogardan R 600 4.75 250 2 
Spatial Binding 100 075 025 1 i R 900 700 375 2 
Spectral Guardian 5.00 300 200 1 : U fais 1.00 77080; 1 
Spirit of the Night 1000 750 300 3 025 : U 200 1.00 050 1 
Stupor... 200 1.00 035 1 : R 500 400 200 2 
e , Subterranean Spir 600 325 200 1 } Brass-Talon Chimera.....U 1.00 1.00 030 1 
Plus a F ull Line of Other CCG S Sunweb...... §00 300 200 1 : Breathstealer's Crypt.....R 500 4.00 200 1 
Superior Numbers.......0 100 075 025 1 } Brood of Cockroaches....U 1.00 082 O30 1 003 
Suq'Ata Firewalker......00 200 1.00 030 1 : Chronatog 600 463 300 2 
H 


NimGUN Cale New York's 
OLB #7 Magic™ Source 


International Mail-Order Service 


Open 7 days a-week -Noon untill am. « All major credit cards accepted 


LOW WHOLESALE 
PRICES 


We buy and sell single Magic cards 


Juzams and Moxes always in stock 


122 W. 26th St., 4th floor ¢ New York, NY 10001 


(212) 633-1288 


fax (212) 633-0979 © email — info@nground.com 
Webpage - http://www.nground.com 
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Coral Atoll... 

Corrosio 

Creeping Mold 
Crypt Rats.. 

Daraja Griffin. 
Desertio 

Desolation... 
Diamond Kaleidoscope... 
Dormant Volcano. 
Dragon Mask. 
Dream Tides.... 
Elephant Grass 
Elkin Lair... 
Equipois 
Everglades. 

Eye of Singularity... 
Femeref Enchantress 
Fireblast. 

Firestorm Hellkite 
Flooded Shoreline 
Forbidden Ritual.. 
Foreshadow..... 
Goblin Recruiter... 


Helm of Awakening.......J 
Honorable Passag 
Hulking Cyclops... 
Impulse 

Iron-Heart Chime 


Lead-Belly Chimera........ 
Lichenthrope... 
Lightning Cloud 
Longbow Archer.. 


Matopi Golem 
Miraculous Recovery....... 
Mob Mentality 
Mundungu.. 

Natural Order.. 


Nekrataal... 

Ogre Enforcer.. 
Ovinomanct 

Peace Talks 
Phyrexian Marauder. 
Pillar Tombs of AKU... 
Prosperity... 

Pygmy Hippo... 
Quicksand .. 

Quirion Drui 
Rainbow Efreet... 
Relentless Assault. 


Righteous War. 
River Boa... 


Scalebane’s Elite... 
Shimmering Efree 
Simoon. 

Snake Basket .. . 
Spitting Drake ‘d 
Squandered Resources...R 
Stampeding WildebeestsU 
Suleiman’s Legacy 
Summer Bloom 
SugiAta Assassin.. 
Suq/Ata Lancer, 
Talruum Piper. 
Teferi’s Honor Guard 


Doomsday .. 
; Downdraft . 
: Dwarven Thaumaturgist 
$ Empyrial Armo 
¢ Ertai's Familiar 
} Fallow Wurm... 


: Festering Evil... 

2 Fire Whip... 

E Firestorm... 

i Foriysian Brigade. 
H Fungus Elemental 
} Gaea’s Blessing... 
$ Gallowbraid 

} Gemstone Min 

= Gerrard's Wisdom 
} Goblin Bomb... 

b Goblin Grenadiers 
E Harvest Wurm 

R Heart of Bogardan. 
i Heat Stroke 

$ Hidden Horror. 

} Hurloon Shaman... 


3 Tempest Drake 

} Three Wishes. 

} Time and Tide 

i Tin-Wing Chimera 
Tithe... 

; Triangle of War 

H Uktabi Orangutan... 
} Undiscovered Paradise... 
$ Vampiric Tutor 

} Vampirism.. 

= Viashino Sandstalker 

} Viashivan Dragon 

= Vision Charm. 

= Wand of Denial 

; Waterspout Djinn 

: Wind Shear.... 

£ Zhalfirin Crusader... 


} Complete Set... 
} Booster Display 
Booster Pack.. 
: Typical Common 


 Abduction.. 


= Agonizing Memories. 

} Alabaster Dragon S 
} Ancestral Knowlede.....! 
} Arctic Wolves... 

: Argivian Fin ‘ 
= Argivian Restoration...... 
: Aura of Silence... 


} Bubble Matrix. 
? Buried Alive 

} Call of the Wild... 
. Chimeric Sphere. 
: Cinder Giant... 
: Circling Vultures... 
$ Cloud Djinn 

3 Cone of Flame 
} Debt of Loyalty 
} Dense Foliage. 


Dems Dr EEL SD DEE EEE DD 


SCrPREOoC RDP TOC DECC DE DE DOE DEE DE 


i rr a — cr — ir — a rc er — a er ce) 


: Item 


Lava Hounds 
Liege of the Hollows 
} Llanowar Behemoth 
2 Lotus Vale... 

3 Mana Web.. 

3 Maraxus of Keld... 
Master of Arm: 

5 Mind Stone..... 

: Mischievous Poltergeist .U 
$ Mistmoon Griffin... 
: Morinfen.... 

: Mwonvuli Ooze 

2 Nature's Resurgence 
2 Necratog..n. 

? Noble Benefactor 

2 Null Rod 

: Odylic Wraith... 

i Orcish Settlers. 

} Paradigm Shift 

3 Peacekeeper... 

} Pendrell Mists. 


} Psychic Vortex... 
2 Relea... 

: Revered Unicorn .. 
: Roc Hatchling. 

: Rogue Elephan' 
: Scorched Ruin: 

} Serenity 

2 Serra’s Blessing 
Serrated Biskelion 
} Southern Paladin. 
2 Steel Golem... 
Strands of Night. 
: Straw Golem... 


Thundermare.... 


} Timid Drake... 


: Tranquil Grove 

: Urborg Justice 

£ Urborg Stalker. 

2 Veteran Explorer . 

} Vodalian Illusionist 
+ Volunteer Reserves. 


} Winding Canyons. 
: Xanthic Statue 


: Complete Set. 
} Booster Displa 
3 Booster Pack... 
2 Starter Display 
i Starter Deck.... 
i Typical COMMON... 


i Abandon Hope 
Altar of Dementia 
2 AUPEN cnn 

? Ancient Runes 
Ancient Tomb.. 

2 Angelic Protector. 
} Apes of Rath 

: Apocalypse. 


H Barbed Sliver.. 
} Bellowing Fiend... 
} Benthic Behemoth 


Boil 


$250 
90 
2.95 
89 
8.95 
015 


$1.00 
5.00 
6.00 
1.00 
1.00 
1.00 
1.00 
5.00 
1.00 
3.00 200 
550 3.00 
1.00 050 
340 2.00 
4.00 2.00 
1.00 050 


: Fireslinger .. 

Flailing Drake .. 

B Flickering Wart al 
} Flowstone Salamander . 


: Flowstone Wyvert 
2 Fool's Tome 
} Fugitive Druid. 


} Gerrard's Battle Cry.. 
i Ghost Town 

+ Goblin Bombardment 
} Grindstone... 

: Hand to Hand. 

? Hanna's Custody... 
Harrow. 

2 Havoc 

: Heart Sliver. 

A Heartwood Giant... 
= Heartwood Treefolk 
: Helm of Possessioi 
i Horned Sliver 

: Humility. 

} Imps’ Taunt 

2 Insight 

} Interdict. 


5 Item 


: Booby Trap 

} Bottle Gnomes. 
3 Bounty Hunter 
Caldera Lake... 


: Cinder Marsh... 

2 Clot Sliver.. 

2 Coffin Quee 

2 Cold Storage : 
: Commander Greven HVec.. 
: Corpse Dance. 

: Counterspel 

: Crazed Armodon .. 

3 Cursed Scroll. 

} Dauthi Embrace... 

3 Dauthi Ghoul... 

}  Dauthi Horror. 

} Dauthi Mercenary 

+ Dauthi Mindripper 

} Dauthi Slayer... 

H Deadshot.... 


2 Dregs of Sorrow... 

}  Duplicity 

R Earthcraft... 

t Echo Chamber. 

: Eladamri’s Vineyard........ 
: Eladamri, Lord of LeavesR 
2 Elven Warhounds 

2 Elvish Fury 

? Emerald Medallio 

: Emmessi Tome 

2 Energizer... 

; Enraging Licid 

2 Ertai’s Meddling... 
c Escaped Shapeshifter...... 
H Essence Bottle..... 

: Excavator. 

: Extinction... 

3 Fevered Convulsions...... 
Field of Souls. 


Flowstone Sculpture 


High Med Low TR +/ 


Se 42N EON 0] 2 0S2 HB ose t nt ownanotaen enn oan an = 


tuition 
nvulnerabil 
Jackal Pup..... 
Jet Medallion 
Jinxed Idol..... 
ezzerdrix 
Kindle... 
Knight of 
night of Dusk 
Krakilin, 
eeching Licit 
Legacy’s Allu 
egerdemain 
ight of Day. 
ightning Blast 
iving Death.. 
obotomy 
otus Petal 
Maddening Imp. 
Magmasaur.. 
Magnetic We 
Mana Severance 
Marble Titan..... 
Maweor. 
Maze of S 
Meditate... 
Metallic Sliver 
Mindwhip Sliver 


awn 


Mirri’s Guile...... 


Mogg Cannon... 
Mogg Fanatic..... 
Mogg Hollows... 
Mogg Squad... 
Mongrel Pac! 


Minion of the Wastes. 


Mnemonic Sliver... 


sR 
U 1.59 1.00 0.50 
U 200 113 075 
R 600 500 30 
R 600 400 20 
R §00 340 200 
C 050 0.25 0.10 
U 200 1.50 05 
WU 200 100 05 
U 200 100 05 
U 100 090 05 
U 200 1.00 050 
U 1.00 1.00 0.50 
U 200 1.00 05 
C 050 0.27 Of 
R 10.00 700 4,75 
U 3.00 200 1.00 
C 100 075 025 
R400 313 2.00 
R 500 400 200 
R 400 300 2.00 

wR 500 4.00 200 

wR $00 340 2.00 
R 500 375 200 
U 1.79 1.00 0.50 
R 900 800 500 
C 075 025 0.10 

00 100 050 

R 600 400 200 
R 500 400 200 
U 200 100 0.50 
U 00 090 050 
C 050 025 010 
U 159 1.00 0.50 
U 100 088 0.50 
R $00 4.00 


2.00 


3 
1 : 
Pasties 
; : 
A : 
1 020: 
0 
1 
1 
1 
1 
1 
1 
1 
0 0.02 
5 
2 
0 
1 ‘018% 
1 

0.25 : 
3 
0 
0 


: Nature's Revo 


? Oracle en-Vec 
2 Orim’s Prayer 
: Orim, Samite Healer 


0 : Patchwork Gnomes 
: Pearl Medallion 
i Pegasus Refuge 
2 BENRBM str 


: Precognition.. 
} Propaganda... 
: Puppet String 
: Quickening Licid..... 


: Ranger en-Vec.. 
Rathi Dragon 


? Reoydle... 
2 Reflecting Po 


Muscle Sliver. 


Needle Storm. 


Opportunist... 


: Phyrexian Grimoire. 
$ Phyrexian Hulk.. 
? Phyrexian Splice 


Pine Barrens. 


Rain of Tears...... 


eanimate..... 


Renegade Warlord 
Repentanc: 
Rolling Thunder. 
Root Maze... 
Rootbreaker Wurm 


Seeetl Spe = Bic 


. Rootwater Depth: 200 1.00 0.50 Starke of Rath 500 399 200 1 
2.50 ? Rootwater Diver 1.00 1.00 0.50 > Static Orb.. 00 500 250 2 
0.50 0.01 : Rootwater Matriarch.....R 800 400 2.00 : Staunch Defenders... 00 1.00 050 1 
2.00 0.15 : Rootwater Shaman... 500 370 200 0.30 : Steal Enchantment. 200 100 050 1 
0.50 2 Ruby Medallion... 700 5.00 3.00 ? Stinging Licid. 00 1.00 050 1 
0.50 0.13 : Sacred Guide.. 400 300 1.00 } Storm Front... 00 100 050 1 
2.0 0.00 = Safeguard...ncnmmenne 500 340 200 0.05 = Sudden Impact... 200 1.00 050 1 
05 S (Salt Fats yatirianoncte 5.00 500 3.00 ? Tahngarth's Rage 00 088 050 1 
200 2 015 : Sapphire Medallion......... 700 6.00 400 > Talon Sliver..... 50 0.25 010 0 
0.50 ? Sarcomancy... 600 500 340 H Telethopter..... oe 100 088 O60 1 
2.00 Se 600 500 300 ? Thalakos Dreamsower....U 00 079 050 1 
0.50 1 : Scalding TONGS... 00 500 300 halakos Lowlands... 0.50 1 
3.00 2 ? Scorched Earth..... 600 4.00 200 humbscrews.... 2.00 
00 1 H ScraQNOth.nsnend $00 200 075 ime Warp 8.00 
08 ; Screeching Harpy........U 00 099 0.50 ? Tooth and Cla 2.00 
2.00 F SCHOI RACK nnn R 900 6.00 3.00 ? Torture Chamber 2.00 2 
.50 F Searing TOUCH nnn 1.29 1.00 050 } Tradewind Rider... 6.25 5 
50 1 : Segmented Wurm........U 1.00 1.00 0.50 > Trumpeting Armodon.... 0.50 
3.00 3 ? Selenia, Dark Angel.....R 700 5.00 3.00 } Unstable Shapeshifter.... 25 
2.00 1 > Serene Offering. 1,00 0.79 0.50 £ Vee Townshtips...unnsnnn 0.51 

0 2 Shad OWStOlM..nnnnnnald 00 079 050 : Verdant Force 4.0 
0.50 ? Shocker wR 600 530 350  Verdigts .. 05 
0.50 2 SKY Sittin 200 1.00 0.50  Vhati i#Dal 200 1 
0.75 1 } : Skyshroud Condor........U 1,00 1.00 0.50 : Warmth...... 05 

60 1 : Skyshroud Elf ..nsssseamnl 50 0.25 0.10 3 Wasteland 1,00 3 
§.00 4 : Skyshroud Fores! R 600 500 300 : Watchdog. 0.5 
0.50 1 i Skyshroud Vampire U 50 100 050 > Whim of Volrath 2.0 
0.50 1 ; Soltari Crusader.........0U 29 100 050 : Whispers of the Muse. 05 
050 1 13. = Soltari Emissary... 600 4.00 200 ? Wild Wurm... 05 
3.00 2 0.25 : Soltari Guerrilas..........R 00 4.00 2.00 : Wind Dancer. 0.5 
595 5 ? Soltari Monk... wu 200 1.50 0.50 > Winds of Rat 4.00 2 
050 1 ? Soltari Priest. ww 200 150 0.50 ? Winged Sliver.... 010 0 
050 1 2 Souldrinker... U 100 079 050 > Winter's Grasp... 0.50 
0.10 0 : Spirit MirrOr nnn 6,00 4.50 2.50 5 : Wood Sage... 2.00 
200 1 0230 : Spontaneous Combustion.U 3.00 1.00 0.50 > Worthy Cause 0.50 
0.10 0 E Stalking Stones. 300 1.00 050 : 


THUNDER & LIGHTNING” carps, inteRNATIONAL 


THE SUPERS ORE FOR COLLECTIBLE CARD GAMES!!! 


For orders over $50 (USD) 


Ce 


rtain restrictions apply 


Please call for details 


Telephone/Catalog: 323-341-5600 


Fa 


ix: 323-341-561 


(24-Hours) 


i 
International: 323-341-5600 
é 


Email: tigaming@aol.com 
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L.A/s BIGGEST 
GAMING AREA! 


Full selection of out-of-print 
products, sets, supplies and 
Ms accessories available 


"sil 


IC 


“the Gathering 


~ 
\ 


716 COLORADO BLVD. 
OS ANGELES, CA 90041 
“(LA RODA AND MT. ROYAL) 


Dew 


DAILY GAME PLAY 
1ED TOURNAMENTS 


‘AB 25. 


CUSTOMIZABLE CARD GAME 


4 


Complete Set 
Booster Displa 
Booster Pack.. 
Typical Common... 


Bottomless Pit 
Brush With Death 
Bullwhi 
Burgeon 
almin 
Cardassid.... 
Constant Mists 
‘ontemplation 
Contem 
‘onvulsing Lici 
Corrupting Licid.... 
Crovax The Curse 
Crystalline Sliver 
Dauthi Trapper. 

ream Halls 

Elven Rite... 
Endangered Armodon. 
Ensnaring Bridge . 
Evacuation... 
Fanning the Flames. 
Flame Wave 

TING sae 

Flowstone Hellion. 
Flowstone Mauler. 
Gliding Licid 


: ltem 


2 Grave Pact 
Heartstone.. 
: Heat of Battle 


: Hornet Cannon 
} Intruder Alarm 
invasion Plans 


Mind Pe. 
? Mindwarper 
} Mob Justice... 


Portcullis 
Primal Rage 
Pursuit of Knowledge. 


Troll And Toad Inc. 


An Antiquities Vault Company 


: Want to sell us cards? 
Fax: 1-606-878-9061 E-mail: sec@aqvault.com or send an e-mail for our newest buylist to: buylist@ aqvault.com 


i Scapegoat...... 

} Shaman en-K 

} Shard Phoenix 
Shifting Wal. 

} Shock... 

Silver Wyvern 

} Skeleton Scavengers. 
£  Skyshroud Falcon 
}  Skyshroud Troopers. 
: Sliver Queen... 

} Soltari Champion 

i Spike Breeder. 

: Spike Colon 
Spike Feeder 
Spike Soldi 

2 Spindrift Drake 


} Stronghold Assassian 
Stronghold Taskmaster. 
} Sword of the Chosen 

i Temper... 


Tempting Licid. 
Thalakos Deceiver. 
Verdant Touch.. 
Victual Sliver... 
Volrath’s Gardens. 
Volrath’s Laboratory .. 
Volrath’s Shapeshifter. 
Volrath's Stronghold 
Walking Dream. 


oMe 


Ss 


oa 
a 


z Item 


: Wall of Blossoms 
i Wall of Essence .. 
: Wall of Razors 
} Wall of Souls. 
Wall of Tears.. 
? Warrior Angel 


? Complete Set 
: Booster Displa 
: Booster Pack. 
H Typical Common 


: Carnophage 

? Cartographer 

: Cataclysm. 
City of Traitors 
Coat of Arms.. 

} Convalescence. 
: Crashing Boar: 

} Curiosity 

i Dauthi Cutthroat .. 
2 Dauthi Warlord 
: Dominating Lici 
i Elven Palisade 
Entropic Specter. 
Ephemeron. 
Equilibrium. 
Erratic Port 
Ertai, Wizard Adept 
Exalted Dragon 
Fighting Chane 


985% of all Magic singles in stock at all times! 


253 Reynolds Road, Keavy KY 40737 USA 
Phone: 1-606-878-2936 10a.m. - 10p.m. Fax: 1-606-878-9061 


e-mail: prices@aqvault.com 
Web Site: http://www.trollandtoad.com 


Check out our web page for NEW ONLINE ordering! Updated every 24 hrs! www. TrollandToad.com 


5th Edition 
Armegeddon 
Black Knight 
Spirit Link 
Additions 
Arena 
Disenchant 
Fireball 
Forest - ARENA land 
Island - ARENA land 
Mana Crypt 


$8.00 
$1.50 
$1.50 


$6.00 
$25.00 
$15.00 
$8.00 
$8.00 
$12.00 


Mountain - ARENA land$8.00 


Windseeker Centaur 
Alliances 

Balduvian Horde 

Exile 

Force of Will 

Helm Of Obedience 

Lord of Tresserhorn 

Pillage 

Soldevi Excavations 
Arabian 

Army Of Allah 

Flying Men 

Kird Ape 

Moorish Calvary 

Oubliette 

Rukh Egg 


Stone-Throwing Devils 


Box 
4th Edition Starter 
4th Ed Jap Starter 
4th Ed Korean Starter 
Sth Edition Booster 
Exodus Booster 
Fallen Empire 
Ice Age Starter 


$5.00 


$5.00 
$4.00 
$3.00 
$5.50 
$3.00 
$1.50 
2.00 


$3.50 
$4.00 
$2.50 
$2.00 
$3.00 
$10.00 
$3.50 


$65.00 
$130.00 
$119.00 
$65.00 
$65.00 
$45.00 
$69.00 


$69.00 
$48.00 
$69.00 
$68.00 
$63.50 
$69.00 


Stronghold 
Star Wars Sp Ed Bstr 
Tempest Booster 
Unglued Booster 
Urza’s Saga Booster 
Weatherlight 
Chronicles 
Blood Moon 
City of Brass 
Dakkon Blackblade 
Erhnam Djinn 
Hell’s Caretaker $.400 
Palladia-Mors $3.00 
Sol’kanar the Swamp King $2.50 
Vaevictis Asmadi $3.00 
Dark 
Blood Moon 
Eater Of The Dead 
Elves Of Deep Shadow 
Fellwar Stone 
Frankenstein’s Monster 
Merfolk Assassin 
Nameless Race 
Niall Silvain 
Preacher 
Tracker 
Witch hunter 
Exodus 
Cataclysm 
Null Brooch 
Oath Of Druids 
Pandemonium 
Ice Age 
Brushland 
Deflection 
Enduring Renewal 
Jester's Cap 


$2.50 
$7.00 
$2.50 
$3.00 


$6.00 
$1.25 
$2.00 
$2.00 
$4.00 
#3.50 
$2.00 
$2.00 
$10.00 
$5.00 
$1.50 


$10.00 
$5.00 
$8.00 
$8.00 


$5.00 
$4.00 
$4.00 
$10.00 


Karplusan Forest 
Lhurgoyf 
Necropotence 
Polar Kraken 
Sulfurous Springs 
Swords to Plowshares 
Underground River 
Zuran Orb 

Legends 
Chain Lightning 
Hammerheim 
Karakas 
Kobold Drill Sergeant 
Mana Drain 
Spirit Link 
Tolaria 
Urborg 

Mirage 
Cadaverous Bloom 
Canopy Dragon 
Dissipate 
Enlightened Tutor 
Forsaken Wastes 
Frenetic Efreet 
Hammer of Bogardan 
Maro 
Mist Dragon 
Pearl Dragon 
Shallow Grave 
Teeka's Dragon 
Volcanic Dragon 

Pack 

4th Edt-Chinese BB Bstr 
4th Edition Booster 
Sth Edition Booster 
Alliances 
Arabian Nights 


$5.50 
$7.00 
$7.00 
$3.00 
$5,00 
$2.00 
$6.00 
$3.00 


$3.00 
$2.50 
$4.00 
$3.50 


$47.00 


$4.50 
$3.00 
$5.00 


$4.00 
$3.00 
$4.00 
$2.50 
$3.50 
$6.00 
$9.00 
$5.50 
$4.00 
$3.00 
$5.00 
$6.00 
$5.00 


$4.50 
$3.75 
$2.00 
$3.75 


$89.00 


Beta Booster $1 
Dark - Italian 
Exodus Booster 
Fallen Empire 
Homelands 
Ice Age Booster 
Mirage Starter 
Rvd-German WB Bstr 
Revised Booster 
Star Wars Ltd Bster (BB) 
Star Wars Spec Ed 
Stronghold Booster 
Tempest Booster 
Unglued 
Urza's Saga Booster 
Visions 

Revised 
Braingeyser 
Clone 
Demonic Tutor 
Juggernaut 
Regrowth 
Rock Hydra 
Sol Ring 
Veteran Bodyguard 

Revised/4th 

Armageddon 
Balance 
Black Vise 
Cockatrice 
Control Magic 
Crusade 
Elvish Archers 
Force of Nature 
Howling Mine 
Hypnotic Specter 
Ivory Tower 


13.00 
$2.00 
$2.00 
$1.00 
51.25 
$2.00 
$6.00 
$4.70 
$9.50 
b4.75 
2.25 
$2.00 
$2.50 
$1.00 
$2.00 
$3.25 


$5.00 
$5.00 
$4.00 
$2.00 
$2.00 
$3.00 
$5.00 
$2.50 


$8.00 
$2.25 
$1.50 
$2.50 
$1.50 
$6.00 
$3.00 
$4.00 
$5.00 
$2.50 
$2.00 


Land Tax 

Lord Of Atlantis 

Mahamoti Djinn 

Mana Vault 

Millstone 

Mishra's Factory 

Righteousness 

Savannah Lions 

Sengir Vampire 

Serra Angel 

Shivan Dragon 

Stasis 

Sylvan Library 

Wrath Of God 
Stronghold 

Crystalline Silver 

Grave Pact 

Silver Wyvern 

Sliver Queen 

Soltari Champion 

Spike Breeder 

Spike Feeder 

Tempest 

Altar of Dementia $5.00 

Commander Greven II-Vec $9.00 

Earthcraft 

Furnace of Rath 

Grindstone 

Jet Medallion 

Meditate 

Overrun 

Pearl Medallion 

Rathi Dragon 

Propaganda 

Ruby Medallion 

Sapphire Medallion 

Scalding Tongs 


$8.00 
$2.50 
$3.50 
$8.00 


$2.00 
$3.00 
$3.00 
$10.00 
$5.00 
$3.00 
$2.00 


$5.00 
$6.00 


THE DUE 


Scroll Rack 
Soltari Priest 
Time Warp 
Urza’s Saga 
Argothian Enchantress 
Child of Gaea 
Citanul Flute 
Crater Hellion 
Herald of Serra 
Phyrexian Processor 
Shivan Hellkite 
Show and Tell 
Soul Sculptor 
Tolarian Academy 
Anvil of Bogardan 
Visions 
Nekrataal 
Squandered Resources 
Tithe 
Undiscovered Paradise 
Vampiric Tutor 
Weatherlight 
Abeyance 
Buried Alive 
Fervor 
Firestorm 
Gemstone Mine 
Lotus Vale 
Orcish Settlers 


LIST 


$5.00 
$2.00 
$8.50 


$5.00 
$9.00 
$5.00 
$6.00 
$7.00 
$8.00 
$7.00 
$6.00 
$4.00 
$8.00 
$3.00 


$3.00 
$3.50 
$4.00 
$14.00 
$7.00 


$9.00 
$2.00 
$5.00 
$6.00 
$3.50 
$10.00 
$2..00 
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Item High Med Low TR + : Item Vv / > Item High Med’ Low TR +/ 


Hawkeater Moth U 1.25 «(1.00 
? Herald of Serra... 675 5.00 
2 Hibernation... 1.50 1.00 
2 Hidden Ancients. 150 1.00 
2 Hidden Guerrillas 1.50 1.00 
2 Hidden Herd... 500 300 
} Hidden Predators 5.00 3.00 
2 Hidden Stag... 5.00 3.00 
= Hopping Automaton. 1.25 1.00 
? Humble... 200 1.00 
} IllGotten Gains... 675 5.00 
= Imaginary Pet 6.00 4.00 
> Intrepid Hero... 599 4.00 
Jagged Lightning 1.50 1.00 
} Karn, Silver Gole 675 5.00 
= Lifeline..... 9.00 6.00 
: Lightning Dragon 10.00 695 
: 149 1.00 
150 1.00 
: 750 5:00 
> Lurking Evil. 5.00 4.00 
: Mana Leech 1.50 
= Meltdown . 1.50 
} Metrognome... 5.00 
} Midsummer Revel 675 
= Mishra’s Helix 8.00 
= Mobile Fort 1.50 
= Monk Idealist 150 
= Morphling.. 700 
} No Rest for the Wicked.U 1.25 
; 5,00 
2 Okk. 5.00 
3 Opal Acrolith. 
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i Typical Common. 

2 Absolute Grace... 

3 Absolute Law. 

? Abundance 

} Abyssal HOMTOP nme 
: Academy Researchers... 
Acidic Soi 

4 Albino Troll 

: Anaconda .. 


Flowstone Flood.. 


Hatred. 
High Ground. 
Keeper of the Beast: 
Keeper of the Dead 
Keeper of the Flam 
Keeper of the Light 
Keeper of the Mind 
Killer Whale 
Limited Resources. : 
Mana Breach | = Argothian Elder . 
Manabond ‘ = Argothian Enchantress. 
Medicine Bag } Argothian Wurm. 
Memory Crystal... ; i 5 Attunement... 

; Back to Basic: 

2 Barrin's Codex... 

i Barrin, Master Wizard... 
Mirozel { ! : Bedlam..... 
Mirri, Cat Warrioi ue J : Bereavement 
Mogg Assassin..... A i Blanchwood Armor. 

} Blasted Landscape . 


} Soul Sculptor. 
2 Spined Fluke... 
: Sporogenesis . 
: Spreading Algae.. 
: Steam Blast... 
: Stern Proctor. 
2 Stroke of Genius 
= Sulfuric Vapor 

2 Sunder 
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1 
2 
1 
1 
1 
2 
2 
2 
1 
1 
3 
2 
2 
1 : 
3 2 Telepathy... 
4 3 Temporal Aperture... 
4 y Thran Quarry 
1 2 Thran Turbine 
1 : Thundering Giant 
3 : Time Spiral... 
2 2 Titania's Boon 
1 2 Titania's Chosen. 
1 = Tolarian Academ 
2 } Torch Song... 
7] } Treefolk Seedling 
4  Turnabout. 
1 2 Umbilious . 
1 : Urza's Armor.. 
3 : Vampiric Embrace... 
1  Vebulid 
2 : Veiled Apparition 
2 2 Veiled Crocod 
1 2 Veiled Sentry 
2 = Vernal Bloom 
2 2 Viashino Sandswimmer... 
3 2 Victimize 
1 2 Vile Requiem 
1 2 Voice of Grac 
1 : Voice of Law.. 
3 = Voltaic Key 
: Peregrine Drake... 2 3 Vug Lizard 
3 Persecute I 00 4 } Wall of Junk.. 

2 

4 

2 

1 

2 

2 

1 

2 

2 

1 

1 

2 

1 

1 

2 
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2 
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0 

1 
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1 

1 

2 

1 
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1 
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Oath of Scholars 

Ogre Shaman. 50 : 

Paladin en-Vec... 5 25 = Citanul Centaurs 
Pandemonium I J f = Citanul Flute. 

} Citanul Hierophants 
} Claws of Gix. 
Pegasus Stampede. c = Clea 

Penance... { 2 Confiscate 

2 Contaminatio 

: Copper Gnomes... 
: Cradle Guard 


8.00 
6.00 
: 6.00 
2 Order of Yawgmoth 2.00 
: OQutmaneuver 


Ravenous Baboons... 
Reclaim: 

Reconnaissance 3 Phyrexian Colossus. 2 War Dance 
2 Phyrexian Processo 


2 Phyrexian Tower 


= Crystal Chime: 
Resuscitate | ! Dark Hathlin 
Sabertooth Wyvern. ! ! { Darkest Hour 
Scalding Salamander... A : Defensive Formation. 
Scrivener E ! } Destructive Urge 
Seismic Assault. 00 500 3 Diabolic Servitud 
Skyshaper..... { : Discordant Dirge 
Skyshroud Elite : 
Skyshroud War Beast. 
Slaughter 
Soltari Visionary 
Song of Serenity t A A Eastern Paladin... 
Sonic Burst... . : Electryte..... 
Soul Warden I dl Elite Archers al 
Spellbook. { : Enchantment Alteration. 
Spellshock..... A f : Endless Wurm 
Sphere of Resistance... 00 : Endoskeleton 
Spike Cannibal... ! Energy Field.. 
Spike Hatche : 
Spike Rogue 
Spike Weaver f : 
Survival of the Fittest. } Fault Line 
Thalakos Drifters. . = Fecundity 
Thopter Squadron i : Fire Ants... 
Transmogrifying Licid.. | : 
Treasure Hunter 
Treasure Trove... 3 
Volrath’s Dungeon... i 4 : Gaea’s Cradle 
Wall of Nets.. .00 4 0 : Gaea’s Embrace 
Workhors 50 3, i ? Gamble 
Zealots en-Dal 0 = Gilded Drake 
} Glorious Anthem 
= Goblin Cadets 
Goblin Lackey 
== : Goblin Offensive 
Complete Set... sume 2d 5 : Grafted Skullcap 
Booster Display.. 3 «BE : Great Whale. 
Booster Pack 3.00 9 = Greater Good 
Starter Display... 120 : ? Greener Pastures 
Starter Deck. ; i : Guma..... 


i Western Paladin. 
= Whetstone 
: Whirlwind 


Planar Birth... 

2 Planar Voi 

: Presence of the Master.. 
2 Priest of Gix.... 

} Purging Scyth 

} Rain of Filth. 


: Yawgmoth’s Edic 
Yawgmoth’s Will 


Arena September 1994 


900 400 
Sewers of Estark 100 250 
Shattered Chains February 1995 ‘ 

Giant Badger...... 00 «5.00 4.00 
Final Sacrifice April 1995 wt 
Mana Crypt. 2500 18.00 10.00 
DragonCon July 1994 /Duelist #3 October 1994 / 
Duelist Companion (3 per) #4 November 1994. 
Nalathni Dragon 700 5.00 3.00 
Whispering Woods January 1995 : 
Windseeker Centaur 5.01 
2 Avena Altemate Art Cards 

= Counterspell. 15.00 

: 600 

= Island. 6.00 

? Mountain. 6.00 

: Plains.. 6.00 

20.00 

15.00 

35.00 


= Sanctum Guardian... 
: Sandbar Serpent. 
: Sanguine Guard 

2 Seal. 

: Scoria Wurm.. 

: Seasoned Marshal... 
Serra Avatar... 

= Serra’s Embrace 

2 Serra’s Hymn. 

= Serra’s Liturgy... 

= Serra’s Sanctum 

= Shimmering Barrier. 
H Shiv’s Embrace. 


: Skirge Familiar... 
leper Agent. 
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DECONSTRUCTING URZA 


GOOD EVENING. TODAY 

DOMINIA WAS SHOCKED BY 

THE NEWS THAT THE 3000- 

YEAR-OLD WIZARD, URZA, 
{S DEAD. 


iA 


CYCLOPS 
BROADCASTING 
SYSTEM EXCLUSIVE! 


WIZARD WHILE 
HE LIVED. CAN 


WE 
LON THE SCENE - PAIL? 


ALTHOUGH THE DETAILS ARE 
UNCLEAR AT THIS TIME, THE 
DEATH HAS BEEN CONFIRMED 


iBY NUMEROUS SCIENTISTS, 
| LMAGICIANS, PLANES WALKERS, 


AAND THE SUN HO PHAT_ 
FORTUNE COOKIE COMPAN'.. 
GO NOUTO OUR MAN 


AT THERE AREN'T 
Two 
STILL CONNECTED. 


YOU IMAGINE THE 
DANGER AN UNDEAD 
UR2A? A LICH 


URZA COULD 


HOWEVER ‘URZA'S CATS' 
ARE TEN-METER-TALL, 
CYBERNETIC KILLING 
MACHINES. THIS WILL 
MAKE IT DIFFICULT TO 
FIND A LAWVE p 
WILLING To ENTER. 

NTo LITIGATIONS 


L 5 Se 


MOAK.. | 


126 APRIL 1999 THE DUELIST 


I SEE. HEY, 
TOMS OF UR2A}POLY? L’m 


AT URZA'S 2 
CORPSE, OK! 


BY PHIL FOGLIO 


THINGS ARE PRETTY 
WILD HERE. FIGURES 
OF POWER ARE 
CONGREGATING— 
HERE FROM ALL 


-To PAY THEIR 
| RESPECTS? 


I HELL NO-TO 


MAKE SURE 


OKAY. AND NOW WE HAVE OUR 
LEGAL EXPERT TO TELL US WHAT 
WILL HAPPEN Ta URZA'S VAST 
HOLDINGS 


BUT... THAT'S 
INSANE! UR2A 
OWNED FACTORIES, 
MINES, SEVERAL 
SMALL NATIONS, 


WELL... PERHAPS, NOW } THIS JUST IN, Potv, ALL 
THAT UR2A IS DEAD, "4,758 OF URZA'S CHILDREN 


THERE WILLBE A 

LITTLE LESS 

FIGHTING, EH, 
Uae? 


HAVE LAID CLAIM TO HIS 
PERSONAL EFFECTS. SO FAR 
WE'VE LOST CONTACT WITH 
THE ISLAND OF KLORMFE, AND 
EVERY BODY IAS THE CITY GF 
PUNKT HAS BEEN TURNED 
INTO BEAVERS. 
STAY TUNED. 


C1NS ‘9g is onl 
ecistration 


Make your plans now to attend Origins ’99, the 25th 
Anniversary of the International Game Fair & Expo. 


July 1-4, 1999 
Columbus Convention Center 
Columbus, Ohio 


Special Preregistration Rates: 
4-Day Pass — $40 
1-Day Pass — $15 


To receive your registration packet, 
Call (800) 529-EXPO 
or register online at 


www.andonunlimited.com 


ANDON 
UNLIMITED™ 


ORG25-99 WIZARDS OF THE COAST and ANDON UNLIMITED are trademarks of Wizards of the Coast, Inc. ©1999 Wizards of the Coast 
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©1998 Westwood Studios, Inc. Lands of Lore is a 
registered trademark and Westwood Studios is a 
trademark of Westwood Studios, Inc. 3Dfx and the 
3Dfx logo are registered trademarks of 3Dfx 
Interactive Inc. All rights reserved. 
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AGAINST A HOST OF POWERFUL 
AND DEADLY CREATURES. 


EASILY USING 
HOT KEYS. 


MANIPULATE YOUR INVENTORY 
SYSTEM WITHOUT LEAVING 
GAMEPLAY, 


THROUGHOUT 
6 WORLDS, 


ROTATE THROUGH SPELL AND ITEM HOT BELTS CUSTOMIZE HOT BELTS WITH YOUR 
TO IMMEDIATELY ACCESS WHAT YOU NEED. FAVORITE WEAPONS AND MAGIC ITEMS. 


turned. He who brought the 
He who poisoned our paradise. 


“He has ve 
we greet him? With swift and 
, 


dark ones. 
How shall 
certain death!” 

Radiant, archangel 


The Color. fagle 
Brthology i 
Available February ‘99 


